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«Me arouiky pou eubovn kar yvwpidovrac tic kupwoeic (1), mou mooBAémrovrar amé ¢
oiardéeic g map. 6 rou dpBpou 22 tou N. 15699/1986, dnAwvw ori:

1. Aev mapabétw koupudria BiBAiwv N Gobpwv 1 epyaciwv GMwv autoAeéei xwpic va
TA TTEPIKAEIW O€ EI0AYWYIKA Kal XWPIC va ava@épw TO oUyypagéa, Tn xpovoAoyia,
oehida. H autoAeéei mapdBeon xwpis €i0aywyikd xwpic avagopd ortnv mmnyn, Eivai
AoyokAorm). TMépav NG autoAeéei mapdBeong, AoyokAor) Bewpeital Kal n mapdppacn
£0agiwv ammd épya AMwyv, auutrepiAauBavouévwy Kal EPYwV GUUQOITNTWY LIOU, KaBwWS
Kar n mapdBean oroixeiwv mou GAMor cuvéAeéav N emeéepydobnkav, xwpic avapopd
otnv yn. Avagépw Tavrote ue mAnpdtnTa TNV mnyn KAarw amo Tov mivaka 1 oxédio,
onw¢ arta mapabéuara.

2. Aéxouar 01 n autoAeéei TapdBson xwpic €lI0aywyikd, akoua Ki av guvodeUeTal
ammdé avagopd oTnv Tyn o€ KATolo GAAo onueio Tou KePEvou 1 OoTo TEAOS Tou, Eival
avriypaen. H avagopd otnv mnyn o1o 1€A0S T.X. pHIaS mapaypdeou 1 uias oeAidag, oev
OIKaioAoyei ouppagn £0agiwv Epyou GAMoU auyypapéa, E0Tw Kal TTapAPPAC UEVWY, Kal
mapouciact) Toug wg OIKN LIoU Epyaoia.

3. Aéxouar o1 UTTGpXEl ETTIONS TIEPIOPIOUOS OTO LEYEBOS Kal OTn ouxvoTNTA TWV
TapPabeudrwy ToU UTTopW va eVIGéw OTNV epyacia pou &eviog eioaywyikwy. Kabe
ueydAo mapdBeua (1.x. o€ mivaka f mAaioio, KAT), mpoUmobETel €IdIKES puBuIoTElS, Kal
orav OnuoaieveTal mPOUTTOBETEI TNV AdEIa TOU ouyypa@éa 1 Tou ekOOTN. To idIo Kai ol
MVaKeS Kal Ta oxédia

4. Aéxouar OAeS TIC CUVETTEIEG O€ TTEPITTTWON AOYOKAOTING 1) avTiypa@rig.

Huepopnvia: ... /.....120......

(1) «Omoiog ev yvwoer Tou dnAwvel weudn yeyovora i apveital 1 ammokpUTiel 1a aAnbiva e
Eyypapn utreubuvn dAwon

ToU @pBpou 8 map. 4 N. 1599/1986 ruwpeirar ue QUAGKION TOUAGYIOTOV TpIWV UNvWv. EGv o
uTTaiTios auTwV Twv mpdéewv

OKOTIEUE va TIPOCTIOPICEI OTOV £QUTOV TOU 1) O€ GMov tepiouaiaké dpeAog BAdmrovrag Tpitov 1
okormreve va BAGyer dAov, Tiuwpeitar pe kGBeipén uéxpr 10 eTwv.»









I[TEPIAHWH

Avtikeipevo tng mapovoag MTUXLAKING €pyaociag eival n pebobikn
avamntuén evog nAeKTPoviKOU marXvidiou poAdwv. H epyaocia efetader apxira
TOUG IePLOPLOPOUE Kal Tig Oradikaoieg yia tn Anywn Oepeliodbov
0Xe6100TIKOV ammo@ace®Vv. LT ouvexela, avalluel eKTEVAE TA OUOTATLKA KAl
TOUC unxXaviopoug mou amaptiouv to maitxvidr. H Srabikaoia avtn
OAOKRANPOVETAL e TNV UAOIIOLNON €VOC MP®TOTUIOU AOYLOUMLKOU 0TI PNXavi

maitxvidiwv Godot, pe xpnon tng ydmcoag mpoypappatiopou C#.

EmmAéov, oxediradetal xal vdomoleital €va oUoTNua €mMLAOYN¢ KLVIIOEQV,
to omoio Baoiletal otov adyopiOpo Expectiminimax. To ovotnpa auvto
EVOMPIATOVETAL OTO MIPM®TOTUIIO, eAeyXovTag evav xapaktnpa-Bonbo tou
OalKTH KAl emtAeyovoag autovopa tn BeAtiotn evépyera yia Aoyapraopod

TOU.






ABSTRACT
The objective of this thesis is the methodical development of a Role-

Playing Game (RPG). The work first examines the constraints and
procedures for making fundamental design decisions. Subsequently, it
provides an extensive analysis of the components and mechanics that
constitute the game. This process concludes with the implementation of a
software prototype in the Godot game engine, using the C# programming

language.

Furthermore, a move selection system based on the Expectiminimax
algorithm is designed and implemented. This system is integrated into
the prototype, controlling a companion character for the player and

autonomously selecting the optimal action on its behalf.
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KE®AAAIO 1- Evoayoyn

1.1. Xxomog xauv Aopn tng Ituxuakng

O oxrorog g Imapovoag IITUXLAKIGE £pyaoiag eival o 0Xeduaopog Katl uAomoinon evog
NAEKTPOVIKOU At VvidloU poA®V, KaBwmg KAl 1) eVORUIATOOI £VOg UII0-0UCTIIATOS TEXVITIG
Vonuoouvng, To orroilo eivat uneubuvo ylia tn ANyn amo@ioe®y £VTog TOU ELKOVIKOU
KOO0U TOU matXviSiou.

H epyaocia Sopeitarl oe meévte Kegadava:

Kepalaro 1- Evoaywyn: H ewoayeoyn tov Baokov evvolnv mou Oa amacxoAncouv
TOV AVAayVQOTL).

Kepalaro 2- Oewpntko [IAaioro: H epnBabuvon tov evvolnv mou cuotnOnkav oty
£100Y®Y1), KaO®g Kal 10 OUYKEKPLIEVOV 0TOLXELDV Tou Oa Xpnovpomoinbouv ota
axoOAouBa ke@dAata.

Kepalaro 3- Exebraopnog kalv Avamtuén tou HAektpovikou IHavxvibrou: To
Ke@AAa1o auto amoteleital amo tpelg evotnteg, Kabe pia amod auteg avtikatomtpidel pia
arod tTig edaoelg avamtudng evog nAektpovikou matxviowou. H evotnta 6o mou amotedei tny
peyaAutepn oe eUpog evotnta Xepidetal oe 60 UITo-evoTnTeg, e TNV IPOTH Va £0TLddel
otov aAyoplOuiko oxediaopo tou marxvidiou Kat tnyv SeUtepr otnv UAOIIOLNO0T) TOU PE0w
KQOKA.

Kegpdlaro 4- Evoopatwon tg Texvnng Nonpoouvng: O alyopiBpikog
oxeduaopog tou ouotnpatog mou Ba xpnoipomowOel oto matxvidt yia tnv Anyn
amo@Ace®v, KaOm¢ Kat 1) UAOIIoiNoI Tou 02 KOOLKA.

Yupnepaopata: O yevikdg amoloylopog tng epyaociag, mou Ba emxevTpoveTal 0To
1600 arrodotikd BonBdel To evompaTt®PEVo cUOTNIA TEXVITIE VONI00UVIE TOV IIALKTI) 0TIV
emiteudn Tng Vikng.

1.2. Opwopot: Iavxviowa xkar HAexktpovira ITavxvidwa

Ov Katie Salen xav Eric Zimmerman opidouv £¢va maiXviol wg “eva ouotnpa oto orroio
Ol IIALKTEC OUPETEXOUV 02 1d TEXVI)TI) OUYKPOUOI], 1) omola opidetal amd Kavoveg Kat
obnyei oe eva petpnowpo amotedeopa’ll . Ammotedovtag pia amo Tig KuploTepeg Loppes
yuxayeyiag, ta matXvidia xapartnpifovtal amo adloonpeiwtn moAupopeia, Kabng n
£vvola Toug ekteivetal amod Spactnpldtnteg OO To OKAKL, £0¢ Kol aBAnTikoug aywveg.

H popen marxviduwv mou Ba efetaotel otnv mapovoa IITUXLOKI) £pyacia eivatl ta
NAEKTPOVIKA ITatxvidia. Auto mou Starpivel Ta NAEKTPOVIKA ITAatXviola amo Tig UIIOAOUIEg
pop@eg marxvidiwv 6ev eival ) amopplyn twv BaolkoOv apXmv toug, aAAd To PECO 0TO OIIoL0
UAOIOLOUVTAL KAl AVAIIOPAYOVTAL. Le £Va J1-NAEKTPOVIKO ITatXvidl, ) texvnty) oUyKpouon
petall TV TakTev Aapbdvel pepog evtog evog UATKOU MAAL0l0U, OIIOU 0L KavOoveg Kol 1)
KQTAOTAON TOU ITatXvidiou eAéyxXovtal arro toug 1610ug Toug ITaikTeg 1) £va TELTo IPO0KIIO,
ouvhOwg kamowov dravtnt). AvTifeTmg, 0TV IEPLITeol] TOV NAEKTOOVIKOV IALXVIOL®V, TO
marXviol AdapBavel pepog Kat eA£yXeTal amo £va UIIOAOYLOTIKO OUOTHHA.

1.3. Iotopirn Avadpourn: H Anpoupyta xar n E§ammAwon tov
HAextpovirkav [Tarxvidiov

H paydaia e€eA1n tng texvoloyiag AoylopikoU Kal UALKOU og ouviuaopd pe tn tdon
yla tnv adlomoinon tng mepa amo £peUVNTIKOUG OKOIIOUG AIToTEAe0e 0TV Onploupyla Katl
eSAIMAWON TOV MPOTOV NAEKTPOVIKGOV matxvidiov. Onwng uvmootnpidel o Tristan Donavan



oto BiBAio tou “Replay: The History of Games” i 5uadikacia avtn dev rjrav otrypaia,
aAAd pua otadiakn mopeia, 1 Omoia XapaKTnplotnke arnd moAAoug IMeEpaaTiopoug,
amotuxieg Kal eutuxelg ouykupieg [21,

H popen tov mpotev nAeKTpoviKeov ITatXviolnv diegepe pL{lKd e autl) ToV
onNueEPWVAV, KaOwg n avamtudn Toug yvotayv ammoKAL10TIKA 02 arkadnuaikd mepBdAlovta
Kal ouvn0eg 11Tav armdmelpeg yua Tny JeTta@opd UIapXOVIOV IIALX VOOV 08 NAEKTPOVLIKI]
popoer. M amd auteg tig mpopueg amomnelpeg eywve amd tov Alan Turing to 1947 , 0
omoiog rpoorrddnoe va dnuioupyroet evav adyopldpo mou Oa emetperie og £vav UITOAOYLOTL)
va maidel okakl evavtiov avlpomev. Ta ummodoylotikd cuotipata thng £moxXng opng oev
NTAV APKETA IPONYHEVa OOTE Va PIIopeoel va epappootet 2.

AMADN pua amomelpa peta@opag evog KAAoLKOoU ITatXvidloU 0g UITOAOY10TH £YLVE AII0 TOV
Arthur ‘Art’ Samuel, mov emixeipnoe va Snuioupynoet £va mpoypappa UIIOAOY10Tr) II0U Va
aidev Checkers. H mpotn exk6oxr) tou mpoypappatog oAokAnpaOnke to 1952 oe evav IBM
701 xau pe ouvexeig BeAtuwoelrg pexpt to 1961 nrav tkavo va vikael avbpomoug (2.

KouBukng onuaociag yeyovog yua tnv 10topid T@V NAEKTPOVIKGOV IAaLXVidiev eivat n
onuoupyia tou Tennis for Two to 1958 amo tov William Higinbotham pe tnv Bor0eia tou
pnxavikou Robert Dvorak. Htav ¢va nAeKTpoviko maiXvidl mou avamaplotouos evay
AYy®Va TéVig ammo pa mAayla own tou yniedou. O1 maikteg Xpnoupomnolouoay Xe1potpla
yia va Kwouv tig “paketeg” (Aeukreg ypappég otny 000vn) Kal mat®vTag €Va KOUpIIl
HIIopovcav va Xtumave tnv poada. Oswpeital evpewg nog to Tennis for Two amotelel to
IIPWTO NAEKTPOVIKO maLXVvidl pe tnv onuepwvy) évvoua 21,

To 1962, pia opada gorvtntev tou mavemotnpiov MIT, amotedovpevn amo toug Steve
Russel, Wayne Witaenem xav Martin Graetz, adloroinoe tnv a@iin £vog veou UIIOAOY10TH
(PDP-1) mou poAig eixe eykataotabel oto ipupa yia va Snpioupyroet To nAEKTPOVIKO
naxvidl Spacewars!. Ltnv teAiki) tou popen), To matXvidl emétpemne og 6U0 malkteg va
eA&yxXouv avtiotoiXa Staotnpomlola Kal va povopaxouv o eva mepuBaddov mou
mpooopoiwve ouvOnkeg Sraotnpatog. ITapodo mou to Spacewars! 6ev KukAo@oOpnoe mote ot
EUIIOPLKT] KATHAKA AOY® TOU UWNAOU KOOTOUE TOU AITALTOUNEVOU eEOITALONO0U, UTINPEe
KaO0p10TIKT) IINYT) €UIIVEUONG Y1 TA IPAOTA NAEKTPOVIKA matXvidia padlkig mapayeyrg,
B£tovtag ouolaoTika Tig Bdoeig yia tn dnuioupyia tng avriotouxng Bopnxaviag 2.

H Snpwoupyia tou Spacewars! o6niynoe oe 600 tautoxpoveg, addd W6eoloyikda
Sra@opetikeg, mpoormabeleg yia TV eUmopki) tou adlomoinon. Amo T pua mAgupd, ou
@ovtnteg tou Stanford, Bill Pitts xav Hugh Tuck, avéntudav pia oxedov mot peta@opd
TOoU IP@TOTUIIOU 0¢ uttodoyrotr) PDP-11. To amoteleopa, to Galaxy Game (1971), katexel
Hev ToVv TLTAO TOU IPOTOU maLXvidlou arcade, aAAd Aoyw tou akplBouy UALKOU Iou
amartouoe, 6ev Kateotn e@kto va mapaxet padikda. [TapdAAnda, ov Nolan Bushnell xau
Ted Dabney mipooeyyloav tnv i6ua 16€a amo pia mo eILXeLpnIaTiKY) OKOILd.,
Amogeuyovtag tnyv Samavnpr Stadikaoia tng moThHg avamapayayng tou Spacewars!, ou
onuioupyol amdomoinoav Toug PNXaviopoug TOU KAl AVEIITULAY OLKOVOLILKOTEPO,
edeldikeupEvo UALKO Yia tnv umootnpién tou. To amotédeopa, Computer Space (1971),
amoteAeoe To MPWTO ePuImoptka otabeoipo nAektpoviko matxviol, emBeBaiwvovtag £tol tn
Suvatotnta Snuloupyiag evog Kepdbo@opou 0LKOVOILKOU KAabou 21,

H vlomoinon tng 16¢ag yia tnyv mmpetn otklakr Kovooda ¢dabBe eprmopikr) poper to 1972
pe tTnv xuklogopia tou Magnavox Odyssey. H ouokeur) amotedovoe tnyv epmopikn) e$eAiln
ToU npwtotuiou “Brown Box”, to omoio eixe avamtudel o Ralph Baer padi pe toug
ouvepyateg tou, Bill Harrison xav Bill Rusch, otnv etavpeia Sanders Associates. O
avtiktunog tng Kuklogopiag tou Odyssey otnv ayopd ntav Gurdog: ox1 povo Bepedinoe
TOV KAAG0 TOV OLKIOKOV NAEKTPOVIKWV IIALXVIOIOV, dAAd aImIoTtéAeoe Kol Apeon mnyn
¢umveuong yua tnv dnuiovpyia tou Pong (1972), tou mavxvidiou mou Ba xabBopiule tnv
emopevn @aon tng Brounxaviag 2.

Metd tnv 16puon tng Atari to 1972 a6 toug Nolan Bushnell xav Ted Dabney, to Pong
avadeixOnke oe eva amo ta IpeTa eyxXelpniata mou kaboploav tnv mopeia tng etarpeiag.



H ¢pmveuon yua tn Snpoupyia tou marxvidiou nnyadel ameubeiag amo to Magnavox
Odyssey, kaBwg o Bushnell, evtunowolaopevog amo to evoopatopevo maixvidt Ping Pong
TNg Kovoodag, avebeoe otov veapd unxaviko Al Alcorn tn Snuioupyia puag mapopoag
£k6001Ng We ekmaldeuTiky doknon. O Alcorn, ®otooo, Sev mepPLOPLOTNKE OTNV AITAL
avarmapayeyt), aAAd etonyaye BeAtiwoeig 0Toug PnXaviopoug mou avaBadpoav onpaveika
Vv epnepia tou mavxvidiou. H vynlrn movdtnta tou tedikou mpoidvtog 0drynoe tnv
Atari otnv oTPATIYKI) dIo@aot va KUKAo@opnoet to matxvidl ota arcades. H xivnon
QUTI) ADOTEAE0E TNV IPWTH LeYAAT eUIIOPLKI) eIILTUXia Thg etatpeiag, 6ivovrag mapdAAnia
TO £VAUOHUA Y10 TOV PeTaoXnuatiopo tng Bopnxaviag oe £€va KAGAd0 pe avayvoplopevo
ITOAUTLOTIKO KAl OLKOVOULKO avTtiktumo 2,

H emtuxia tou Pong ota arcades mpokaAeoe Ty Apeon ep@avion 6eKabov
AVTAYRXVIOTOV II0U avTeypa@av to povtedo tng Atari. H epmopwkn autr) mieon, o
ouvluaopod pe TNV apxXuKI) amoTuXia TOV VE@V TITAGV T1g, 001ynoe tnv etaipeia oe
ONIAVTIKES OLKOVOULKES Suoxepeteg. 01000, 1] HeYAAn e IIoPLKI] eIILTUX1LA TOU HALXV1O1L0U
Tank (1974) enetpewe otnv Atari va erevouoel otny 10£a tou pnxavikou Harold Lee yia
1 Snuoupyia plag owklakng £k6oong tou Pong. H ulomoinon tng Kateotn e@uktr Xapn oe
£va KPLOLPo TEXVOAOYIKO EIMLTEUYHA: TNV EVOOIATOON OAOKANPOU TOU IALXV1IOL0U 08 eva
HOVO OAOKANP®UEVO KUKAGUA, YEYOVOG ITOU Pelwoe Spaotikd To KOotog mapaywyng. H
Atari e§a0@AaA10e pla amoKALLOTIKL oUP@aVia pe tnv advoiba Sears kat ta Xprotouyevva
tou 1975 xukAo@opnoe tnv Kovooda tng, Tele-Games Pong, e T1¢ IOANOLLE VA AVEPXOVTAL
otig 150.000 povadeg. H xukAogopia tng owkiaxig ¢k6oong tou Pong dev umnple povo pa
EUITOPLKT] £MLTUX1A, AAAA KAl £va MOALTIOTIKO @awvopevo, kaBang kabiepnoe ta
NAEKTPOVIKA matXviold ®g pia SnEo@iAr pop@n oOLKLaKNG Wwuxayeylag kal é0eoe ta
BepéAia yia tn petatporr) toug oe £vav Bropnxaviko kKAdado pe eupeia amnyxnon Kat
OT10VTLKY OLKOVOKI) 1oXU 2,

1.4. HAextpovira ITavxvidoia PoAwv: Anpoupyta, Emippoeg
Kal Baowkd Xapaktnplotixa

Ov Andrew Rollings xav Ernest Adams opilouv ¢va matxvidt poAev og “eva mairxvidi
0TO OI1010 0 IatlKTNg avalapBavel tov podo £vog XAPAKTNPA, KAl @S AUTOS 0 XAPAKTIPAS
avéavel tn 6Uvapn Kau tnv ikavotnta tou Kabwg to marxvid e§eAiooetar” Bl Ta mavyvidiua
pOAwV Srarpivovtal Kupiwg oe U0 Baolkeg katnyopieg, tTnv emtparnelia (tabletop) kat tnv
nAexTpovikn. Av Kat ov U0 auteg Katnyopieg ep@aviotnrav oxebov mapdAAnla otnv
O6eraetia tou 1970, ta nAekTpoviKaG matxvidia pOA®V Katexouv ta 61Kd toug, Starplrtd
XapaRTNEWOTIKA. Tda XapaKTnplotikd autd ta 61a@oporrotouy 0X1 1ovo arod ta emtparredia
matXvidia pOA®V aAAd Kau arrd Tig UITOAOLIES KATNYOoPLeC NAEKTPOVIK®V IIATXVIOLOV.

AxkolouBel pia ouvtopn S1aTUHEON TOV ONIAVTIKOTEPKDV AUTOV XAPAKTIPLOTLKGOV:

e O maiktng 6ev eAeyxel arpoonIieg opadeg KAt otpatoug, aAda evav
OUYKEKPLUIEVO XAPAKTIpA 1 Pua Pikpr opdda xapaktnpov 45l

e O1vkavotnteg Kal ov aduvapieg evog XapaKTHpa avamaplotavtal amod eva
oUOTNIA TTIOCOTLKAOV OTATIOTIKAYV [415],

e AwbBetouv £va ouotnua mpoddou, emMTPEIIOVTAE OTA OTATIOTIKA KAl TOV
efomAlon0 Tou Xapaktrpa va BeAtiovetal Sraprwg 401,

e H Spdon toug mpaypatomoieital evrog evog KOORou mou pmopel va efepeuvnOel
[4]15]

o Ileprexouv agnynon mou efediooetal p€0w armootodwv (quests) Kal
aAAndembpdoenmv pe pn-edeyxopevoug xapaktnpeg (Non-Playable Characters-
NPCs) M1,



e To amotedeopa TtV evepyelnv, KAl KUPLRG tng paxng, kabopidetal og emt to
MAL10TOV a0 TG OTATIOTIKEG TUIES TOU XAPAKTIPA KAl OXL A0 T1g QUOLKES
Sedrotnteg tou maiktn 5],

e H tnpnon tev Kavovev Kal n agrynon avalapBavovtal mAnpeg amo tov
UIIOAOY10TI), YEYOVOC TOU KaB10td aduvato Tov autooXedlaopod Katl tTnyv eppunveia
ampoBAentov evepyelmv Tou maikty 45,

Ytov IIupnva toug, ta atXvidia poA®v ouviotouv £vav ouvouaopd a@rynong Kal evog
IMOAUITAOKOU GUOTIIATOE Kavovev. Autr) 1 Surdr) @uon toug nmnyddel amod pia mAndopa
EMLPPOROV, TIPOEPXOUEVHV AII0 O1a(OPeTIKA £101 WuxXaywyiag. Ot onuavtikotepeg Ao AUTEg
napatifevtar maparate 45],

H mpotn epn@dvion moAUODAOK®OV OUCTHIATOV KAVOVOV, IIAPOHO®V e eKelva TRV
OatXvidiov poOAGV, avixveuetal otd matXvidia moAepou (wargames) mou €Kavay Tnv
ep@avion toug otig apxeg tou 19ou awwva. To mmpaoto mavxvidl tou eiboug nrav to
Kriegsspiel (1812) tou Baron Von Reiswitz, 0To 011010 XpNOLHOIIOLOUVTAV @Lyoupeg Kal
dapla yia tnv avamapdotaor) arnpookaev paxov petadly otpatevpdtev. Ta mauxvibua
IMOAE10U OUVEXLoaV va e£eA1000VTal, EVOOIATOVOVTAE VEA XAPAKTIPLOTIKA OIIWE TNV
£10ay®Y1 £vog Grarvtner). Lotoco, 1 Kplowun addayr npbe otig apXeg tng dexaetiag Tou
1970, 6tav mairxvidia onwg to Chainmail (1970) tou Gary Gygax eworjyayav Kavoveg yia
OUYKpoUoelg petadl atopikev povadev. Autr i aAAayr) Tng £0Tiaong 0Tl ATOPILKES
povadeg amoteAeoe TV KUPLA UITVEUON Y1a TA IIPOTA OUCTHHATA IIALXVidie Vv poAay [45],

Evo ta mavxvidia moAepou ouvéBadlav oe onpavtiko Babpod oty Stapdpepmon tov
OUOTNUATOV KAVOVOV, 1) OeaTiKY) ePIIVeUon TV TaiXvidiov poAm®v mnyadet ard to
Aoyotexviko peUpa tng uwning eavraoiag (High Fantasy), kal eldikotepa armd ta £pya
tou J.R.R. Tolkien. H paySaia auinon tng dnuotikotntag tou “Apyovia twv Aaytvlidiov’
(1954) xatd tn 6eraetia tou 1960 SrapdpProe ta Baolkd agnynpatikd mpdTuIa Tou
eidoug. Zuykekpipéva, Kabié pwoe tig oupBAaoelg TOV apXeTUIIKOV QUAGV, OIKOE TA SOTIKA,
0l VAVOL KOl Ta 0pK, KaBwg Kat tn Sopir) tng eIk armootoAng pag opadag npwev evaveia
oe ¢vav mavtoduvapo ex0po MGl

To 1974 ex600nke to Dungeons & Dragons amno6 toug Gary Gygax xal Dave Arneson,
ONIATOS0TAOVTAE TNV EUPAVLOL TOU IP®TOU eUIOPLKA Stabeaipou maixvidiou podav. To
ovoTnua Kavoveyv tou Baolotnke otoug pnxaviopoug tou Chainmail, eve 1 a@nynuaTtiky
tou Bepatoloyia avtAnOnke amo toug Koopoug pavtaociag mou Oepediwoe o Tolkien. H
KUPLOTEPN KALVOTOL TOU, ®OTO00, eVToIri{etal 0tov Tpomo dnuioupylag Kat e§eAing tov
XOPAKTIPOV. AvTiotpewe tTnv Kabiepopevn Aoyl TV matXviolmv IIoA£110U, OII0U I
KAaon mpokaBopile Tig LKAVOTNTES TOV HOVAS®V, eIMTPEITOVTAS OTOV ITALKTN Va 0pidel ta
Baolka XapaKTNPLOTIKA TOU 1)pOA TOU KAl 0TI CUVEXELA VA eIMALYEL TNV KATAAANAT KAAON.
Tavutoxpova, to marxvidt kabiépwoe tov poAo tou Dungeon Master wg agnynt Kot
Swavtnen, pua £§¢AEn tou avtiotolxou poAou ota matxvidia modeépou. Meowm autov tev
KOLWVOTORWV, £0patwbnke to mpdTUIIo pag opadag NEOKV pe Hovadikd oTaTloTIKA IoU
avadapBavel arrootodég, pia Sopr mou peta@epbnke autovola 0ta NAEKTPOVIKA ITatXvidia
POA®V, pe tov umoloylotr va avalapBaver tov podo tou Dungeon Master 41151,

H tavutoxpovn xurAogopia tou Dungeons & Dragons Kai 11 epi@Avion Iponypevev
UMOAOY10TIK®OV OUOTNHAT®OV 0g ITavemotpa, oneg to PLATO IV (1972), amotelAeoe to
£VAUOoLa Y10 TOUC (POLVTNTEG TNE £IIOXIE VA MELPAIATIOTOUV e TI) SNIoupyia TV IPpOTOV
NAEKTPOVIKOV TatXviolwv poAmv. O akpiBrig mpoodloplopog Tou mp@TOU NAEKTPOVIKOU
matXvidlou poAmv eival 6U0K0Aog, eartiag Tng MPAKTIKIG TOV OGLAXELPLOTOV TV
IIAVEIIOTHH0KWV OUOTHIATOV Va dtaypagouv ta un efouotodotnueva apxeia. Lotoco, to
maAa10Tepo 0OOPEVO KAl AP A1TOUPY KO matXvidt tou eiboug eival to pedits (1975),
pe emmionpo titho The Dungeon. To maixvidl auto evoopatove ta Baolkd XapaKTnPlOTIKA
£VOg NAEKTPOVIKOU IALX V10100 pOA®V, OI®E TN SNuioupyia XapaKTIpeV e OTATIOTUKA, T1g
paxeg pe teépatd, T oUAAoyr Onoaupnv Kal ¢va ouotnpa mpoodou Baolopévo og movToug
epmelplag [45],



Epya oneg to “The Dungeon” xat ov dpecol Suadoxol tou améderfav tny emtuxn
peta@opd tou povtedou tou Dungeons & Dragons oe eva wneluaxko peco, Oepediovovtag
¢va £160¢ o 011010, XApN 0To SLapKeg eviLaPEpOoV TOU Kowvou, ouveXidel va efediooetat
péxpL Kav onjpepa 451,

1.5. Ta Xtadia Xxedraopou xar YAormoinong evog
HAextpovikou Ilavxvidiou

H avdAuon oxetukd pe tnv ulomoinon Kat tov 0Xe61aojid tTou NAEKTPOoVIKOU IAtXViowU
Ba Baowotel otig apxeg Kav tnv opodoyia tou ouyypappatog “Fundamentals of Game
Design” tou Ernest Adams 191,

H emAoyr) tng ouykerpipevng mnyng eywe pe Baon tnv arkadnpaik tng avayveoplong.
To BuBAio arotedel eva euperg ArmodeKTO ey XeLpidlo 0To Topeéa Tou 0Xedlaool matxvidiwy
(game design), yeyovog mmou TeKUINPLOVETAL AIIO T1] XPNO0N Tou wg BuBAloypapia o
IIPOYPAP AT Iavemotnplakev padnpatev M8l kaBeg kat amd tov onpavtiko apiBpo
araONUAiKOV ava@opwv mou £xel AdBel otnv mlateoppa Google Scholar.

H Goun tou tpitou xkepadaiou, oto omoio Ba avartuxBel to nAexTpovikO marxvidl
mapaAAndider ta Tpia otadia tng Sradikaoiag oxediaong mou opidel o Adams:

To o0tabro tng oUAANnYWnNg tng 16eag (concept stage): H apxn tng Swadikaoiag. O
oxedlraotng Kadeitar va mapet tig Oepedindelg amo@aoeig yua to £pyo Tou, OI®g TNV
KEVTPLKI) 10£a, TO KOWO 0TO 0II010 ameuBuvetal Kal Th yevikotepn KALIaKa ToU
maiXviolou. Autég ol amo@doelg mapapevouy otabepeg oe OAn tn Gudprela tng avamntuing
Tou maixviorou 61,

To otabro tng enelepyaoiag (elaboration stage): To otabro oto omoio yivetal
epBabuvon tev apXikev amogaceav. O oxedraotng opidel Toug Kavoveg, TOV IP@TAYDVIOTH
KAl to Baowkd gameplay tou matxviorou. Ltnv cuvexela, Baowldpevog ota mapamave
dnuioupyel £€va oUVOAO OVTOTITOV Yl OAd Ta 0TOLXEl0 TOU IALXVIOL0U IOU AIIartouV
emelepyaocia, KaOng xatl pnxaviopoug mou pubpidouv tig petady toug adlAndembpdoetg.
210 TEA0G, OL PNXaAviopol autol peta@padovtal oe KoSKa Kal ) 0UvoAlky) Sradikaoia
adwodoyettal kat ermavadapBavetar pexpt va emvtevxfel eva emBbupnto amotedeopa.
ZNPAVTIKI IIPAKTLKY 02 AUt To 0Ttadlo eival n Snpuioupyia mp@TotUIeV, T Omola eivat
UN-ImAnpelg eK60XES TOU ALY vidloU Kal 0toXeUouv oty afloAdynon OUYKEKPLIEVROV
OTOLXE1WV TOU 1) TNE YEVIKIE epIIeLpilag IIpv TNV emnévouon mopev yia avamtudn 6

To otabro g PBedtiotonoinong (tuning stage): Apou oAoxAnpwOel to otadio tng
emedepyaoiag, o oxedraotng mavel va mpoobetel vea otorxeia. Emxevipoveral mAeov otnv
TEAE10II0LNOT KAl TNV £§100pPOINO0T TOV UIIAPXOVT®V. LKOIOG £1val va Yivouv ot
AIoPAiTNTE IIPOCAPHIOYEC WOTE TO IMALXVIOL Va IIPoo@EPeL [Ld ePIIe 1pla ITOU vVa eivat
TauTOXpova Sikaln Kal OUVAPIAOTIKY) yia tov maiken 6,

TeAlog oto ke@alato 4 Ba yivel pia avaluon otov oXe61aopo Kal Ty UAOIIOLNOon £vog
ouotnpatog mpoBAewng BEATIOTOV KIvNoe®V To omoio Oa adlomoleital amo £va XapaKTnpa
TOU IIALXV1010U.

Kepalaro 2- Ocwpntiko ITAatoro

To mapov ke@alalo amotedel eva Bempntiko mAaiolo yia odeg tig Baolkeg Kal
efedikeupéveg £vvoleg mmou mpokelrtal va avadubouv ota akodouba kepddawa. To Baoikd
£yXeipnpa Tou ouvioTd TNV IPOeTOLIACLO TOU AVAYV®OTI) Yia TNV AP KATavOonon Tov
neplexopuevaev mou napovotaoveat, Swaopadidovrag otL 6ev Oa amavtndel emelrjynon tov
1010V evvolwy ota ermopeva Ke@alald.



2.1. Ta Ztadva Avamtuéng evog HAexktpovikou ITavxvidiou

Zupgova pe tov Adams, ) 61a6ikaoia oxe61aopol £vog nAeKTPoVIKOU IIatXviolou eival
pla emavaAnomtiky Stadikaoia mou amoteAeital amod Tpia otadua.

Apxikd, to otabro tng 16eag (concept stage), oto omoio AapbBavovtar ol Baoikeg
onuiovpyikeg amo@doetg. Auto to otadlo amotedeital amd téooepig Baoitkeg
Opaotnplotnreg:

YUAAnywn tng dag Eival to apxiko Bnpa tng Stadikaociag. O oxedraotng
emAEYyeL Ty Kevrplkn 18€a tou marxvidiou, 1 omoia kabopidel tov Tpormmo mou
OKOITEUEL VA WUXAY®YNOEL TOV IMaiktn. Baouko Kprtnplo autng tng emAoyrg
amotelel to eibog oto ommoio O¢Ael va xatatader to marxvidt o oxedraorng 6l
Opropogtou korvou: Apou kaBoplotel o TUIIOG TNg ePIelLplag IIoU IPOKELTAL Va
IPOOPEPEL 0 0XeO1LUO0TIE, TIPEIIEL VA IIPOCOL0PLOTEL KAl TO KOWO OTO OII0i0
aneubuvetar. H emAoyn tou Kowvou emnnpeddel Tig¢ HeTemnerta amo@ioelg mou
yivovtal Kata to otddio tng emelepyaoiag, Kabmg 0Aeg ov afloloynoelg yivovtal pe
Bdon autod to BewpnTtikd KOwvo. Xe eva eimopiko ImAaiolo, 1 emAoyr) autl) ouvhong
mponyeitat tng 1eag, 610TL 0 AUTI] TNV HEPLIITOON TO KOLVO AL1Toupyel 0g “ayopd-
0TOX0C” KA 1) EITLAOYT) TOU 0Xe0100TI) 0TOXEUEL TNV HEeYLOTOIIOLNO0I] T1¢ EUIIOPIKIG
emvtuxiag tou matxviorou (61,

Kafopropog tou poAou Tou maiken: Xe £va avamapaoTaTLKO
(representational) mavxvidu, n epmnepia otnpidetar otnv mpadn tng
“rpoorroinong” pe Tov mMaikTn va WuxXay®yetltal amo to matXvidt petady dAAov
ere1dr) ouveldnta motevel 0ToV KOO0 KAl 0Tl KATAOTAOELS ITIOU TOU
mapouotadovtat. Avtifetng, oe eva agnpnpevo (abstract) mavxvid, o poAog tou
eival mo mepropropevog. Evag oxedraotrg elval armapattnto va opioet pe oagnveila
TOV POAO IIOU £XE1 0 MALKTNE OTOV (PAVTAOTIKO KOOUO TOU HALXVIOL0U GOTE Va
evioxuoetl tov Babuo epBubiong tou oe autov 6],

“ExmAnpoon tou oveilpou”: Autr) 1 peta@opikn opodoyia Xpnolpomoleital amo
tov Adams ylia va mmepty pd el Ty UII0XPEMOT) TOU 0Xe0100TH va avTtarrokplfel otig
mpoodokieg Tou maiktn. Ov KOO0 otoug ommoioug AapBavouv pepog Kuping ta
AVAIIOPAOTATIKA IALXViOa elval YVOPLIOL 0TOV HALKTH, 1€ aIIoTeéAeona va £Xel
KAIIOlEC IIPOCO0KIEC OXETIKA e TIE IIPOKAT)0L1E TTOU AVALEVEL VA AVTLIETROIILOEL KAl
Tig evepyeleg mou Ba pmmopei va kavel. O oxebraotng Kadeital va IIpoodloploet moleg
elval auteg o1 mpooboKieg Kal va oxedidoet To matxvidl pe otdoxo va tig
Kavorowoeu 61,

Ztnv ouvexela, akodouBbel to otabro tng enelepyaociag (elaboration stage), omou
o0 oxediaopog petabaivel amo to Oe®PNTIKO 0TO IMIPAKTIKO, HETATPEIIOVTAS TIE APNPENIEVES
£VVoleg 02 OUYKEKPLIEVES 0XeOLA0TIKES ATIOPATELS KAl e@apuootpa ototxeia. Avtiotovxa
L€ TO MPONYOUHEVO, KAl TO IMAPOV 0TAS10 amaptidetal amo pia oelpd Spaotnplot)ToVv:

OplLopog Tou KUPLOU TPOmou matXvidrou: Le eva matxviol evéexetal va
OUVUIIAPXOUV moAAo1 Sra@opeTikol Tpomot matXvidiou (gameplay) wotooo, otig
IIEPL000TEPES TTEPUTTMOOELS £Vag opidetal wg o Kuplog. [a mapddetypa, oe eva
marxviol ayovev apadiov, n odrynon amoteAel Tov KUPLO TPOIIO TALXVIOLOU Ve 1
TPOIIOIIOLNOT) TOU apadlou o ¢va ouvepyeio amotelel evav deutepeUiov. XNe autr) T
@Aon Tou oxedraopou 6ev eival amapattnty 1 pudILoN OA®V TOV ALIITOIEPELRV,
addd mpotepatotnta Sivetal otnv avamntudn TV BaolkOV OUOTATIKGOV 10U
ouvBO£ToUV TOV KUPLO TPOIIO IALXVid1oU OH®E 1) OITIKI) IIPOOIITLKI] TOU MALKTI)
(player perspective), to povtédo adAnAemidpaong (interaction model) tou pe tov
KOO0, OL IIPOKAT|0E1G ITOU KAAETTAL VA AVTIPETOIIOEL KA OL £VEPYELEG TTOU UITOPEL
Va €KTEAL0EL YA TNV AVTIPIeTOIon toug 6,

Xxebraopogtou Ilpewtaywviorn: O mpeotayovioTtg amoteAel ToV XapaKTipd 1e
ToV 011010 0 maiktng Oa aAAnAoemibpdaoel Tov mepLocdTEPO XPOVO Katd Tr Sidprela



tou matxviorou. Kpivetal amapaitntog o oaprg kabopiopog tov BepeAindov tou
XOPAKTNPLOTIKGV, e101KOTEPA O TTALXVid1a IIPOOIITIKE TPLTOU MPoowmou, Kabwg ot
£KPPAOLIS IIPOOMIIOU, 1) YAMOOU TOU OMOUATOS KAl O TPOIIOS OPLAlAg eival S1apr®g
ep@avr) otov maixen 61,

e Opropogtou KOoPOoU Tou mavXvidrou: Me tnv 0AoxANpao1 Tou 0Xe510010U TOU
MPETAYDV10TY) akoAouBel o kaBoplopog Tou KOopou otov omoto evracoetat. O
KOopog autog amaptidetal amd moAAeg Siaotdoelg, OIwe 1) PUOLKI), I
eplBaAA0oVTOAOY KT, 1] CUVALOONUATIKY KAl 1) nO1KI), Ol ommoleg mpemel va
raBoprotouv pe oapnvewa 6l

o Xxebraopog tev factkav pnxaviopov: Lupeeva pe tov Adams, ol Baoikot
pnxaviopot eival “ca deGopeva katl ov aAyopiOpol mou opidouv pe akpiBela toug
KEVTPLKOUC KAVOVEE KAl TIE £00TEPLKES Gradikaoieg Tou matxvidiou”. Xe ImpaKTiKo
emimedo, amotedouv to oupBoA1KO Kal pabnpatikd povTteAo TO OIolo PeTATPEIEL
TOUG YEVIKOUG KAVOVEG 08 OUYKEKPLIEVEG, UAoIToolpeg eviodeg. Ta cuotatika TV
Baolk®OV PNXaviopov avaluovtal eKteveg oe emopevi evotnta (BA. evotnta 2.3) 1],

e Anpioupyid eoumAeov TPOMGV mALXVvidLoU: Xe moAAEg mepUITOOeLS KATOILY
TOU KaBoplopou tng KevTplkig 10eag, IIPOKUIITEL 1) AVAYKI) TOU 0XEO10010U
£OUIPO00LTOV TPOIWV IIALXVIOL0U Y10 VA CUPIIANP®VOUV TO KUPLO. L aUTH T1) OAon
eival Suvatog o oxeGuaopdg Thg IPOOIITIKIE, TOU LovTeAou aAAnAemibpaong Kat tng
Aevtoupyiag toug. H mpoobnkn autov tov emmAeov tponev matxvidiov 6ev mpermet
va eival avBaipetn, aAdd va oupBaivel povo av cupBadAouv otov epImAouTlopo Tng
OUVOAKIG eprerpiag 6,

o Xxebraopog Emmednv: O oxebraopog tov emmnednv eival n Sradikaoia dopnong
TNE EUIELPlag TOU IaiktI), adtomolpvtag ta Oepediwdn ototxeia tou matxvidiou,
OII®E Ol XUPAKTIPES, Ol IIPOKAT0L1E, Ol UNnXaviopol kKat 1 wotopia. H Gradikaoia
auti pIopet va SEKVNoeL og IIP@LIo 0Tad1o Tng avamtudng, aKOUn KAl TPV Tnv
TEALKI] 0pLOTIKOIIOINOoN OA®V TV otorxeiwv. Ilpoamavteite, wotdoo, n
61aBeotpotnTa £vog Baolkoly cuvOAOU AIId AUTA, ®OTE VA elval EQUKTI) 1) £vapdn tng
[6]

e I'paypo tngrotopiag H evoopdatwon aprnynong oto matxvidr amotedel evav
TPOIIO £VIOXUOIE TOU £VOLA@QEPOVTOE TOU IIALKTI) KL IIAPEXEL KLVIITPO Y IIEPALTEOR
evaoxoAnon. H wotopila eival amapaitntn oe matxvidia peyadutepng KATparag eve
oe PKPOTEPA IIarXvidia n mapouoia tng eivar ouxva deutepevouoag onuaoiag .

e Avantuin, Advodoynon kav EnavaAnyn: O Adams avagépetal otov oxedraoty
Mark Cerny, o omolog urmootnpidel 0Tt Ta NAEKTPOVIKA ITatXvidia mpermetl va
mepvouv ard to otddlo tng mpeototuonoinong (BA. evotnta 2.2) mpiv tnv TEAIKD)
toug mapaywyn. Katda ouveneia, to otadio tng avamtuéng 6ev eivar ypappiko, aAAda
£va emavaAnIrtikog KUKAog mou neptAapBavet tn dnpioupyia mpeTtoTuIoy, Tnv
a&loAoynon toug amo6 opddeg SoKpaoTOV Kal tnv emakoAoudn Bedtiwon toug. O
KUKAOG autog ouveXidetar pexpl va emrteuxfet to emBupunto amotedeopa Kal
oplotikorownOel n TeA 1K) pop@r) Tou matxvioou 61,

TeAog, To otabro tng pubpiong (tuning stage), to omoio AapBavel xopa Katd to
tedog tou otadiou tng emeepyaoiag. Xe autod To onueio, n mpoobnKn VEOU mEPLEXOIEVOU
£xe1 0AoKANPp®Oel Kal 0 KUPLog 0TOX0g e1val 1 Aemtopepng pubpion tov emmnedov Kal tov
UNXAVIOP®OV, e all®TEPO OKOMO T S1a0(QAAL0N Plag LW0OPPOINIEVNE KAl OUVEKTIKIG
eUmIeplag yla Tov maiken.

2.2. 'Evvoleg IIpaktikou Xapaxrtnpa

Ytnv mponyoupev evotnta availuOnkav or Stadikaoieg 0Xed1aopoU mou £Xouv Kupieg
Onuioupy1ko xapaxktnpa. H mapouoa evotnta, avtibeta, eotuader oe 600 £vvoleg IIPAKTIKIG
@uong, ol ormoieg oupBaAllouv otnv opadn Srelaywyn tou £pyou.



2.2.1. EpBeAeva (Scope)

To evpog (scope) opiletal wg To OUVOALKO peyeBog Kat ) moAumAokotnta evog €pyou,
neptdapBavovtag OAa Ta XApaKTNPLOTUKA, TA CUCTHHATA KAl To IIeplexopevo tou. H
£KTLINOoN Tou eUpoug amoteAel pra Kopbikn diepyaoia IIou mperet va mpaypatoIoleltal
ota mpoipa otadia tou oxedraopol, Kabng oprobeteite amd CUYKEKPLIEVOUG IEPLOPLOIOUG,
OII®E TO XPOVOOLAYpad, TOV IPOUIOAOYLONO, TNV UIIAPX0UOA TEXVOAOYLA KAl TG
Suvatotnreg tng opadag avamtuéng. O oxeduaotng opeider va Bpel pia wopporia petadly
TV SNUOUPYIKOV @1A060S10V TOU KAl TOV IIEPLOPLOPWV IIOU TOU emiBaAAovtat, aAAing
urapxel peyadog kivouvog n Stadikaoia va odnynbei oto gawvopevo tou “feature creep’.
Katd to pawvopevo auto, n avededeykn mpoobnkn veéav ototxelmv auddvel to KO0Tog Katl
TOV XpOVOo avamtudng, anelA®vtag £TolL THV eIILTUXI) 0AOKATP®OT) Tou £pyou €],

2.2. IIpwtotumomnioinon (Prototyping)

'‘Eva npmtotumo (prototype) eival pia amdomowmpevn, aAda alodoynoitpn pop@er) Tou
marxviolou. O okormog tou eivat i £§£Taon XapaKTNPLOTIKOV TOU IATXVIOL0U PV TNV
Sarravn mop®V yia TV IMANEnN UAoIoinon toug, Xabwg xat 1 afloAdynon tng pexpt oTuypng
epmelplag tou marXvidiou amd Xpnoteg-6orkipaoteg (player-testers). Xto ouyypappa toug, ol
Joris Dormans xav Ernest Adams mmpoteivouv tnv ak6Aoudn S14Kp101) TOV IPOTOTUIIOV 02
TPELG KATNYOPLEG:

e Ilpwtotuna Aoyrwopikou (Software Prototypes): Eival un odokAnpopeveg,
wnewkeg ek6oxES Tou marxvidlou. ¢ Aoylouiko, mpoo@EpouV UWhAL IoToTHTA
(high-fidelity) otnv avamapdotaon Tng TeAlkng epmneipiag Kat kabiotouv tn
petaBaon oto TeAko mpolov opadotepn [0,

e Xapuva llpowtotuna (Paper Prototypes): AmoteAoUv 1 nAeKTPOVIKES LOPPES
TOU mALXV1010U, OII®G emrtparreia Kat matxvioia pe kapteg. Ta xaptiva mpeototuiia
elval pua ypryopn Katl oukovop ik pefodog yia va e€etaotouv ol Kavoveg Kat ol
HNXaV1opol Tou matxvidwou 101,

o ®duovka llpwtotuna (Physical Prototypes): 2uviotouv €va 11€00 Y1id TNV
£££TA0N TOV QUOLKOV KWVIN0e®V Kal aAANAemipioe®y mou IIPOKELTAL VA
£UPIO0TOUV 0TO ITALXVidl. XUXvda amoteAouv mpoepyaoia yia Stadikaoieg OIIag to
motion capture (10,

2.3. Aopn xau Aevtoupyia tov Baotkov Mnxaviopov

O Ernest Adams opilel toug faocitkoug pnxaviopoug (core mechanics) evog
marxviolou o¢ “ta debopeva katl toug adyopiBpoug mou kabopidouv pe axpibera toug
KEVTPLKOUE KAVOVES KAl TIE E0MTEPLKES ALTTOUpYieg Tou matxviolou”. Lta mpovpa otddia
TNg avarntudng evog NALKTPOVIKOU IALXviolou, 0 oxeGlaothg eXel e agnpnuevn 16¢a
OXETLKA J1€ TOUg Kavoveg tou £pyou tou. O oxeGlaopog pnxaviopov otoXeuel otnv
HETATPOIIN AUTOV TOV YEVIKOV KAVOVROV 02 OUYKEKPUIEVOUC KAl OAOKANPOIEVOUL
pnxaviopoug 61,

IMa tov akpBr) mpocd1opiopd tewv Baolkeav pnxaviopov, o oxedlaotng KaAeital va
IIPO0O1L0PLOLL £Va 0UVOAO SLaKPLT®OV 0ToLXelwV IIou 0pldouv TV AL1toupyia Tou matXvidiou
TOU: TIOPOUE, OVTOTNTES, XUAPAKTNPLOTIKA Kal pnxaviopoug €. H mapovoa evotnta
epnBabuvel og auteg TIC £vvoleg, 1€ 0TOXO0 TNV IEPALTEPR ASLOmOoiNoT Toug oTd errdopeva
Ke@alaia.



2.3.1. Ta Aopika Xtorxeia tov Mnxaviopov

Onwg emonpavOnke, ov unxaviopol amotelovvtal amo adyopibpoug kau dedopeva.
Ztnv mapouoa umo-evotnta, 8a mpoodloplotouv ta SopLKA oTolxXeia IIou £€Xouv Tov pOAo
TV debopevev evog unxaviopou 6l

ApX1kd, ol mopot (resources) opi{OVTal O TA AVTIKELPEVA TA OITola TO matXviol
propetl va Snuiovpyet, katavadovel, avtadAdooel Kat va kataotpeget. O 0pog “riopog” 6ev
AVTUIPOOMIIEVEL TN HEPOVOUEVT) LoVASa eVOg AVTIKELIEVOU, AAAd T1) OUVOALKI), aplOpnTikn
tou moootnta. Aiel va onuelwbel 0T 01 ITOPOL PIHOPOUV Va £X0UV KAl 1) UALKY UIIO0TAOoL,
AVTUIPOOM®IIEVOVTAE APNPNIEVES £VVOoleg OIOE TN @)1 evOg Xapakthpa 6],

Amno tnv aAAn, o ovtotnteg (entities) avaraplotouv pia mepintworn (instance) evog
IOPOU 1] P10 KATAOTAON £VOg 0TOLXE10U TOU KOOLOU TOU IIatXvioiou. ¢ ovtotnteg HImopouv
Va IPOCO10PLOTOUV £Vag XAPAKTIPAE, £Va KTHPLO 1) 1] KATAOTAON £VOg @avaplol og pia
Sedopevn xpovikr otvypn). Ovovtotnteg KatnyoplomolouvTal jie BAon Tov TUIo Tiig Iou
AapBavouv

e M aprOpntkn ovtotnta (rumeric entity) AapBavel tipeg mmou eivat
PeTpRoLeg Kal PIIopouV va umootouv pabnpatiky enefepyaoia 61,

e AvtiBeta, pua oupPoldikn ovrotyta (symbolic entity) AapBavel tipeg mmou
mpoodlopiouv T S1aKpELTI) TNE KATAOTAOT 0TO IIavXviol. Auteg ol tueg dev
HUIT0poUV va Umootouv pabnpatikn enedepyaoia. Ymo-Katnyopia tov oupBoAtkov
ovtotnTeV amotedouv ol onpaieg (flags) pe 510XWPLOTIKO XAPAKTNPLOTIKO OTL
£X0UV pOvVo 6U0 Kataotdoelg.

EmurAeov, ol ovtotnteg Stakpivovtal mepattepnm oe amdeg kar ouvBeteg, pe Baon to

nAn0og¢ TOV TUPGOV IOU AIALTOUVTAL YA TOV IIPOCOLOPLOIO TOUG:

e Mua amAn ovtotnta (simple entity) ipoodiopidetar povo amod pia tuur. Avtn n
T pmopel va eival eite apOuntiky eite oupBoAikn) 6,

e Mua ouvOetn ovtotnta (compound entity) meprypa@etal amo £Va OUVOAO
AaAAwv ovtotnTev. Auteg ol ovtotnteg ovopadovtal XapakTn pLotLka (attributes)
t1g ouvOeTng ovroTnTAL, Ol OIOLEg e TN 0£1PA TOUE IIIOPOUV Va elval eIriong
ouvBeteg 6],

I Adyoug ouvernelag Katr KaAUTepng avayveaoLpuoTnTag 0Tny avAaAuon) ToU IPAKTIKOU
0xXed1a010U TOV PNXAVIOPN®V KAl 0TV UAomoinon toug, utobeteital pia OUyKeKpLuEv)
oupBaon ovopatodooiag. OAeg o1 ovtoTTEE, 01 IIOPOL KAL TA XAPUKTIPLOTIKA Oa
avagepovtal pe ta ayyAika toug ovopata (m.x. Player, HP). EmuA¢ov, n avagopd oe eva
OUYKEKPLIIEVO XAPAKTIPLOTLKO piag ovtotntag Oa akodoubetl tn Sourn
“Ovoua_Oviotntag. Ovopa_Xaparxtnpiotikov” (1.X. Player. HP). T¢Aog, 6Ttav i meplypa@n
£VOg UNXAVIOHOU ava@EpeTal 0¢ €Va XApaKTNPLOTIKO ITOU a@Oopd TAUTOXPOVA TTOAAEG
ovToTnTeg 1010U TUIOU (OIIKE 0 eITIBL11EVOg KAl 0 AUVOIEVOE 02 [1La paxn), Ba
xpnowpomoteital n Sopn “Xaparxktnprotiko_Ouada_Ovrorntov’ (n.X. ATK_smti0&uevov).

2.3.2. O Tpomog Extédeong tov Mnxaviopov kar n Eowtepikn Oitkovopia

Ov pnxaviopot tou matXviolou mpoodiopidouv Tig oxXeoelg Kat tTig aAAnAemidpdoelg tov
npoava@epBelonv SOPIKWV 0TOLXE10V. AUTEG 01 0X£0e1g IITOPEl va eivat aplOunTireg, Onwg
pua e§lowon mou vmoAoyidet eévav aplfpo {nuiag 1 oupBoAikeg, Onwg £vag Kavovag IIou
opidel ToV TPOIIOG 1€ TOV 0II0lo 1] Katdotaon “maywpevog’ emnpeadet pua kivnon. H
AelToupyia TOV PNXAviopev eK@padetal 1eow yeyovotov (events) xal Stabikaovav
(processes), ta oroia evepPyoIrroloUVTAlL A6 OUyKekpipeveg ouvOnkeg (conditions):

e TI'eyovota (Events): Amotedouv alAayeg mou oupBaivouv 0To KOO0 TOU

atxviolou otav evepyorounOel pia ouvOnkn kat 6ev emavadlapBavovtar pexpl va
yivel maAr ) emaAnBOeuvon toug 61,
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e Avabikaoieg (Processes): Luviotouv pia akolouBia evepyelmv, ol omoieg apou
evepyoroun0ouv, mapapevouv evepyeg HEXPL ToV TepRatiopd toug 6l

e YuvOnkeg (Conditions): Xpnowpomolouvtal yia va Kabopioouv tig mpoumobeoeig
uIo tig oroieg AapBavel Xopa £va yeyovog 1] eEKKvouv 1) Teppati{ouv pua
Swadikaoia (€1,

O ouvluaopodg OAMV AUTOV TOV 0TOLXEL®V EITLTPEIEL TH SNIoUPYia TOAUITAOKGOV
OUOTIIATROV, 1€ XAPAKTIPLOTIKOTE PO IAPASELYd TV £€0DTEPLKI otKovopia (internal
economy) Tou IIatXvioloU, £va ouoTnpa OIou mopol Kal OVTOTNTESG ITAPAYOVTAL,
Katavalovovtal Kat avtaddacoovtal oe urmodoyiotpeg moootnteg. H por) autn eAeyxetal
a6 CUYKEKPLIIEVOUC UNXAVIONoUE: TI¢ INYEg (sources), mou e100youv mopoug 0to
maiXviol, Kal toug otpayyroteg (drains), mou toug agaipouv opltotika 6,

2.3.3. IIpooeyyion Xerprarov (Turn-Based) xav Ilpaypatikot (Real Time) Xpovou

H @ton teov Baoikov pnxaviopov evog matxvidiou Sragoporoleitatl pudukd avaloya pe
TO AV aUTo Aettoupyel o mpaypatiko Xpovo (real-time) 1 akodouBei oerprakn Sopn
(turn-based) 6.

Zta marXvidia mpaypatikol Xpovou, o KOopog toug e§eAiooetal autovoud. Luverwg, ol
HNXaviopol Aeltoupyouv Kupleg og ouvexelg Siepyaoieg mou eKTeAoUvTal 0To IIAPAOKIV10.
Q0T000, 0PLOPEVOL UNXAVIOHUOL UIIOPEL VA VEPYOIIOLOUVTAL WS LEUOVAOUEVA YEYOVOTA WG
Ape0n AIAVTNON 02 Pla eVEPYELA TOU HALKTI) 1) OTNV £KIIANP®OT piag ouvOnkng 6l

AvtiBetwg, ota oglpraka matxvioia, o pnxaviopotl eivat avtidpaotikoi. [Tapapévouv
adpavelg pexpl o maikTng va 0AOKANP®OeL T 0E1pd TOU KAl £VEPYOITOL0UVTAL OTLYHLaid yia
Va UTIOAOYLOOUV Kal VA £QAPPO00UV T OUVENELEG TOV MPASe®V TOU, IIPLV £IL0TPEYWOUV
Sava oe katdotaon avapoving 6.

2.4. Mnxavn ITavxviowou (Game Engine)

H pnxavn tou maitxvibiou (game engine) cival to AOYLOULKO ITOU UAOIIOLEL TOUG
Kavoveg tou marxvidiou. O Baoikol pnxaviopol mepty pd@ouv AemItopepng Toug Kavoveg
TOU matxviolou, kabopidovtag tn oupImepL@opd Tng pnxavig, adda dev emBaddouv to
TPOMO UAOIOLNoN Toug, autd amoteAdel appodiotnTa TOV Ipoy pappatiotoyv 6l

2.4.1. Godot

H Godot eivar pua pnxavr) maiXvibiov avolXtou AOYopikoU (open-source) mou
meplexel eva oAoKAnpeuevo meplBaddov yua tnv avamntuén Siodidotateov (2D) xau
tprooraotatav (3D) maixvibiov. H pnxavi evoopatovel éva ouvolo epyadeiov, Omog
emelepyaot Kadika (code editor) xal mpoypappa evtomiopoU opaipatev (debugger), ta
omoia SiteukoAuvouv tn Swadikaoia tng avantudng. O kwdikag otnv Godot pmopei va
ypagel eite oe GDScript, pia YAOOOA IPOYPARIATION0U BEATIOTOIOWIEVT Y1d TNV
unxav, eite oe yhoooa C#. H Aevtoupyila tng pnxavng Bepedimvetat otig apXeg tou
AVTIKELLEVOOTPAPOUE IPOYpappatiopou 11,

Kupieg £vvoleg tng pnxavng Godot cuviotouv:

e Xxknveg (Scenes): Ov oknveg amotedouv Tig Baowkeg Sopkeg povadeg evog
marxviolwou otnv Godot. Mia oknvr) pmopetl va avamaplota evav XapaKtnpa, eva
otorxeto tou Ul , 1) akopa kav £€va oAOKANpo emimnedo. Ae1ToUpylKd, oL OKNVEG OTNY
Godot emmvtedouv TO00 To POAO TOV “ORNVOV” 000 Kau tewv “prefabs” mou
ouvavtovtal oe AAdeg pnxaveg M,
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e Koppour (Nodes): Ov xopBou eival ta Bepedindn Sopukd otorxeia tng pnxavrg.
Kda&Be xopBog eivar eva avtikeipevo mou Guabetel ouykekpLpeveg 1610TnTeg KAl
pmopel va evoopatewdel og pa tepapXikn douprn 6evopou. Mia oknvr) amaptidetal
arod £vav 1 mepLoootepoug Kopboug opyavepevoug oe devipukn dour 11,

o Aevdpo Xknvre (Scene Tree): To 6¢vEpo ornvIg eival n evepyr) tepapxia
KOUBOV Katd Tov Xpovo ekTeAeong tou matxviotou L,

e Xnpata (Signals): Ov kopbBou exmepmouy onpata 6tav cupbaiver £va
OUYKEKPLIEVO Yeyovog. AAAol kopBol pmopouv va AapBdavouv autd ta onpata Kat
va avtidpouv avaloya. To cuotnua autd, emrtpenel TNV emKowevia petall tov

AVTIKELPEVRV, EMVTPEIIOVTAE TI) OUYYPAQPL) ITL0 EUSALKTOU KAl OUVTIPNOLI0U KOOUKA
[11]

2.5. Apxee Erooppomnnong tou ITavxvidrou

Me v 0pl0TIKOIIOIN0N TOU 0Xe610010U TOU IatXviolou, 1 dtadikaoia e1oepXeTal 0To
otddro tng Bedtiotomoinong. O oxeGraotng kadeital va Stao@adioel oG To TEAIKO IPOIOV
mou Ba mmapadel Oa eival 6ikao Kar eAKuoTtikO yia tov maikty. O Adams ewoayel eva
OUVOAO £VVOLRV IOV 0 oxebiaotig mpémel va uobetel Kal va amo@euyel yia thv emiteudn
aUTOU TOU 0TOXOU.

2.5.1. Kuptlapxeg Xtpatnyikeg (Dominant Strategies)

Mua otpatnylkn (strategy) opietal g 1) IPOOLYYLon IIou vtobetel £vag matkTng
£VTOg TOU ITaLXvioloU pe okomo tnv emiteudn tng vikng. Mia Kuplapxn otpatnyikn
(dominant strategy) ava@£petal 02 110 OTPATNYKI] ITOU HAPAYEL 1€ OUVEILLA TO
BeAtioto 6uvaTo ATOTEAECPA Y10 TOV MALKTI), avedapttmg TO®V eImAoywy tou avturdalou. H
unapdn KUplapX®v OTpaTtnylkov og eva matxviol Oewpeitar avemBupntn, kabong
axpnotevouv 0Aeg Tig AAAeg emAOYyeg TOU HALKTH, ITEPLoPL{oVTag TO OTPATIYIKO evolags pov
g eprelplag. Idwattepa mpoBAnpatik eivat n IIeplmt®on 610U Pia KUplapxXn OTPATIY UK
etvar Swabeovpn oe evav maiktn aAAd OXL 0tov avtimalo tou, Kabwg £€Tol To marxvio
kaBiotatal adiko. Zuvenag, o oxedraotng opeidel va eSadeipel Tig KuplapXeg OTPATNYIKES
yia va Stao@adioet tnv w0o0pporria oto matXviot tou 6l

2.5.2. MetaBatikeg (Transitive) kar Mn-MetaBatikeg (Intransitive) Xxeoeig

[Ma v ammotporn TV KUplapX®Vv oTpatnylkev, o oxXediaotng eival amapaitnto va
eival oe B¢on va avayvepidel tig petafatikeg oxeoerg (transitive relationships)
petady tev emAoyov Tou maiktn Kat va tig efadeipet. O opog “petabatikn” mpoodropidet
Hia 0Xeon petady TPLmV 1] IEPLO0OTEPKDV OVTOTITOV , CULPXVA [ TNV OIola €4V 1)
ovtotnta A oxetidetal pe tnv B kaul n B oxetidetar pe tnv I, tote n A oxetidetar pe tov
1610 tpomo rat pe tnv I' 6,

Otav umapxer pua petabatikr 0Xeon uIrepoxng, Omou 1 emAoyn A eival avatepn tng B
kar n B eivar avotepn tng I, tote n emdoyn I' yivetar pn Buwowpn. ['a tnv e&iooppodrmon
TOU HALXV1OL0U 0TAV UIAPXOUV TETOlES 0XE0elS , 0 0XedlaotTng PIopel va e10ayet va
KO07T0g (Ccost) oTnVv avatepn emAoyr), IapeXovtag Kivntpo 0To malken yia Thv emAoyr)
NG Aty0tepo amoteAeoPaTIKIG, aAAd evOEXONEV®G OLKOVORLKOTEPNG £VAAAAKTIKYG 6,

Avtifeteg ov pn-pevafatikeg oxeoerg (intransitive relationships) petall tov
EIMLAOY®V TOU ITALKTI ArroTteAOUV £VaV amoTteAe0PaTIKO epyadeio yia tnv Stao@dAion tng
100PPOITLAE TOU IMALXV1O10U. Xe autod To £160¢ oxeong, edv 1 emAoyn A eivatl avotepn tng B
kar n B avetepn tng I', auto 6ev ouvemayel 6tu n A eivar avetepn tng I'. To mo
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XOPAKTNPLOTIKO Iapddetypa pn-petabBatikng oxéong evromridetal oto mavxviol “Tletpa-
WaAibi-Xapti”, 6mou kaBe emiAoyr) elval avetepn amo pia AAAN KAl KATOTEPI Ao [Jia
tpitn. Katd tov oxediaopo tov emAoymv tou maiken, eival emBupnto o petady toug un -
petaBatikeg oxeoelg va eivat mo ouvOeteg Kar AtyoTtepo mpopavelg, @OTe 0 MAlKTng va
®Beitar otnv elepevnon Sra@opeTIKOV oTpatnykV 61,

2.5.3. OpBoywvia Avagopomoinon Movadwv (Orthogonal Unit Differentiation)

IMa tn StaopdaAion tou otpatnyikou BaBoug Kal TV avTLIETOI0 TOV KUPLAPX®V
OTPATNYLKAOV, £10dyeTal Kat 1 evvola tng “opBoymviag Svapopomoinong povadbeov”
(orthogonal unit differentiation), onog autn StatunwOnke amo tov Harvey Smith oto
Game Developers Conference tou 2003. Me tov 6po “opBoyavia’, o Smith tovioe OTL oL
povadeg tou mmatxviolou Ba mpérmet va Sia@oporrotouvtal o mOAAAIIAES, SLAKPLTES
Slraotaoelg Kal OX1 amA®g va 1epapXouvTal og [ 1ovadikr KAipaka woxuog 61,

Kat’ autov tov tpomo, o1 emAoyeg Tou maikei yivovtatl mo evilagepovoeg, 610TL KaOe
povada 6rabetel povadika mAeoveKTHATA KAl Kapiad HEPOVOUEVT povada Gev
amodelkvuetal KaBoA kA avatepn. XapaKTNPLOTIKO TapAdeyia auTig TS ApXI)E AIIOTEALL
to okaktl. H BaolAiooa pmopel va eivat to 10Xupdtepo KOPPATL 0TO TAPNIAO, pa pia
OTPATIYUKH IIOU EIIKEVTPOVETAL AIIOKALLOTIKA otV adlomoinon tng 6ev wooduvauet pe
KUPLapX1 OTPATNYKI), 610TL KAl TA UIOAOLUIA KOPPATIA €OLTEAOUV £va S1aKpLtod poAo,
yeyovog mmou odnyel tov maiktn otov ouviuaopod toug yia tnv emiteudn tng vikng 6.

2.6. AAyop1Opor Edwoopponnong tou Ilavxvidion

O Srepyaoieg TV pNXaviopov adlomolouv Kuplewg Tig 0Xeoelg KAl T TUIES TOV
OVTOTIT®V, 1€ OKOIIO VA IIP00O10plo0uV KAl Va £QappooouV Tig amapaitnteg petaboleg oto
nepiBdAdov tou mavxvidrou. Ov punxaviopol autol cuvnOwg umoAoyidouv Tig TIIES TV
MapApETPEV IoU Ba emupepouv aAAayeg To KOOPO0 Tou matXvidiou. Lotdoo, TOAAEG TUEG,
OIIKOE TA OTATIOTIKA TOV XAPAKTIPWV, AIOTEAOUV OTATIKES IAPAIETPOUE, Ol OIIOLEG
opellouv va eival mpokaBopiopeveg mmpwv tnv £vapén tou marxvidwou (6,

Katd to otabio tng BeAtiotonoinong, o oxeGiaothg Kadeital va rpoBeil oty Stapop@aon
AUTOV TOV TRV, ®OTE VA IIPOKUYEL £VA LOOPPOIINIEVO AIOTEALOA, TIAPEXOVTAS
Tautoxpova to embuunto eminedo mpokAnong oto maiktn. H Siadikaocia avtr yua toug
OKOIIoUg aUTHE TN¢ epyaoiag Ba mpaypatomondel peow tng e@appoyng evog
OUYKEKPLIEVOU 0UVOAOU aAyopiOupwv 6],

2.6.1. ESavtAntikn Avadntnon (Exhaustive Search)

H eavtAntkn avadntnon (exhaustive search) sivar pua adyoprOpikn
IIPOCEYYL0N TIOU aVIHKel 0Tnv Katnyopia adyopifpeov “opung Biag”’ (brute force) kau
e@appodetal yia tnyv emAuon ouvouaotikav npobBAnudatev. H peBoboloyia tng cuviotatat
oe tpia Swakprra otadwa:

1. Tnv mapaywyr) tou mAnpoug X@pPou Avoerv (solution space) tou mpoBAnpatog
[12].

2. Tov €Aeyxo kaBe umown@rag AVong wg IIpog TNV THPNON TV dedopevav
neploptopwv 12,

3. Tov evtomopo tng Avong ekeivng mou BeAtiotomolel pia mpokaboplopevn

AVTLKELPEVLKE ouvaptnon (objective function) 2.
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2.6.2. IIpoBAnpata Ikavomoinong Ilepropropwv (Constraint Satisfaction Problems)

Eva npofAnpa vkavomoinong nepropropwv (constraint satisfaction problem)
amotedeital amo pia tpuada ouvodwy, tig petafAnteg (variables), ta nebia (domains)
Kal TOUg mepLopLopoug (constraints) 131,

e 'Eva medio, opietal ®¢ to 0UVOAO ToV emitpemopevev tupev (values) mou
propet va AdBel pua petabAntn. Avagopetikeg petabAnteg pmopouv va £€Xouv media
Srapopetikou pey£boug 131,

e KaBe nepropiopog, amoteAeital amod ¢va {evyog <epfeAdera, ox£on>, 0mou n
epfeldeva (scope) eival pla mAerada mou mepthapBavel tig petabBAnteg mou
OUIIETEXO0UV OTOV aVTIOTOLXO0 IIEPLOPLONO, Kal 1) oxeon (relationship)
IPO0O1L0PILEL TOUG EMITPEMTOUE OUVEUAOPOUE TILOV Yia auteg tig petaBAnteg. Mua
0X€0n pmopel va avamaplotatal pntd O¢ eva oUVOAO OAwV TRV MAL1A0KV IIou
LKAVOIIOL0UV TOV IIEPLOPLOUO 1) ®¢ 1L OUVAPTNOoN 1) ommola emaAnfevel eav pia
Sebopevn mAevdba eivar eykupn (131,

H xvpua Aevtoupyia tov adyopiBpwev emiduong mpoBAnpudatov 1KavoIoinong

MEPLOPLOP®Y eival n avabeon Tip®V 0to cUVoAo tewv petabBAntov 1381,

e Muwa avaBeon xapaxktnpiletar og ouvenng (consistent assignment) £@ooov dev
mapaBiader kavevav meproplopo (13

e Mua avaBeon opiletal wg mAnpng (complete assignment) av GCUPIIANPGOVEL PLA
T og kaBe petaBAntr tou cuvolou 13l

e Mua avaBeon Bewpeital pepikn (partial assignment) epooov 6ev avabetel 0Aeg
T1g petabBAntég tou ouvodou 131,

Tedog, g Avon (solution) £vog rmpoBANpaTOg LKAVOIIOLNONG ITEPLOPLORMV 0pideTal pia

avaBeon 1 omola eival ouveIng Kal mANpNg, eve ¢ pePLK Avon (partial solution)
Bewpeitar pa avabeon mmou eival ouvenng xat pepikn) (131,

2.6.3. IIpooopoiwon (Simulation)

Q¢ mpooopoiwon (simulation) opidetal 1 avamapdotaon tng Aetrtoupyilag evog
OUOTIIATOG PLE TNV IIAP0So TOU XPOVoU, ONUILoUpY®OVTAS £TOL Pld TEXVI)TH LOTOPLA
(artificial history) tou. H mapatnpnon auvtng tng 10toplag amookomel otnv e{aywyrn
OUUIIEPAOPATAOV AVAPOPLKA PE TA AELTOUPYLKA XAPAKTNPLOTIKA TOU IIPAYHATLIKOU
ouotnpatog 14,

Méow tng avamntudng evog povteédou npooopoiwong (simulation model),
kaBiotatal Suvarr n pedétn tng oupmepupopdg Tou cuotrpatog. To povtedo auto cuvnOwg
AapBavel tn poper) evog cuvoAdou UIIoOL0E®V AVAPOPLKA 1€ TI) CULLIEPLPOPA TOU
OUOTIIATOE, 0L OII0leg eKPPALOVTAL Peor Labnuatikav, AoylkoVv 1) ouBoA kv ox£oemv
petall TV ovtottev tou. Me tnv avamtudn Kal Tnv emKUp®on TOU JOVTEAOU, duTtod
propetl va xpnotpomow0et yia tn Siepeivion umobfeTtikmv 0evaplov OXETIKA e TO
IPAYPATIKO ouotnua 14,

I tyv mAnpéotepn avaluon Kat Katavonon evog ouotnuatog opifovtal ol e&ng
evvoleg:

e M ovtotnta (entity) cival £va avTtiKelpevo evola@epovtog evtog Tou

ovotnpatog 14,

e 'Eva xapaxktnplrotko (attribute) sival pua W8iotnta plag ovrotntag (14,

H xavaovaon (state) tou cuotnpatog opidetal O¢ To 0UVOAO TOV peTtaBAntev mou
AIralrtouvTal Yid TOV IIP00O10pLod TOU GUOTNATog o omoladnmote dedopevn
XPOVKI] OTLYHI)], AVAPOPLKA 1€ TOUE 0TOXO0UE TNg avaduong 14,

'Eva cvotnua eivar Svakprto (discrete) dtav ol petabAntég tng Katdotaong tou
petaBadlovtal povo oe SL1aKpPLTEG XPOVIKES OTLYHES, avTOLT®Og 0pideTal g OUVEXEQ
(continuous) 6tav aAdalouv ouvexXmg e Thv mapodo tou xXpovou (14,
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Ta povtéAa mmpocopoiwong Pmopouv va S1aX®PLotouV 0Tl IAPAKATR KATNYopleg:

e 'Eva otatiko (static) povtedo avamaplotd £va oUoTNHa 02 1L CUYKEKPLIIEVT)
XPOV1KI] OTLY [T, eve eva Suvamko (dynamic) xabog addadet pe tnv mapodo
Tou Xpovou 141,

e Ta povtéda mmpooopoiwong mou dev mepiexouv tuxaieg petabBAnteg
Xapaxtnpidovtal ¢ vieteppiviotika (deterministic). Ta povtéda auta
£X0UV YVOOTEE £10000U¢ KAl IIAPAYOUV POVASIKA CUVOAQ AIIOTEAEOUATROV.
AvtiBétwng, ta otoxaotika (stochastic) povtéda mIpooopoikong ePmepLEXouV
TOUAQXLOTOV pia tuxaia petabBAnty, n omoia mapayet tuxaio amoteédeopa. Ta
amoteAdeopata auTtd, AOY® Tng Tuxaiag @uong toug, nmopouv va Bewpnbouv g
£KTIPUN0L1E TOV IIPAYHATIKOV XAPAKTIPLOTIKOV £VOg povtelou 14,

2.6.4. Metpa Tommobeoiag (Measures of Location)

Ta petpa tomoBeoiag (measures of location) mpood10pi{OUV TOCOTIKA TNV KEVTOPULKI)
taon (central tendency) 11 AAAn Xapaktnplotiky 0¢on evog ouvolou debopévav 131,

To devypatiko peoo (sample mean), to omoio cupBoAidetar pe x, opidetal wg o
aplOunTIKOE Pecog 6p0g TOV TIPMV evog delypatog peyeboug n, Kal vmodoyidetal armd tov
TUII0:

_ ; +x+.+xp

X = Z?:lx; = % (2.1) Dl
H Sevypatikn Svapeoog (sample median) amotelel €va Petpo KEVTPLKIE TAONE TO
omoto eival avBekTikO otV mapouoia akpaiev tTipev (outliers). ZupBoAidetal pe ¥ xat
unoloyidetal wg e&ng:

X(n+1)/2, @V TO N €lvau mepLTTOS

%= (2.2) 05l

1 ’ 4
;(xn/z + Xp/241), @V TON Elvan apTiog

2.7. AAyoprBpog Texvntng Nonuoouvng

Onwg Oa avadubel otn ouvexela, To cuotnua paxng mou Ba vdomowndel yia toug
OKOITOUG TOU ITALXV1610U TNg mapouoag £pyaciag ,EMKEVTOOVETAL O TPELS OLAKPLTOUG
Xapaxrtnpeg. O1eveépyeleg autov TRV TPV XApaKTpev KaBopidouv to TeAKo amotedeopa
tou matxviorou. I'a toug 80 amod Toug TEELE XAPAKTHPES, 1] EILAOYI] TV EVEPYELROV TOUG
kaBopidetal ameubeiag amd Toug PNXaviopoug Tou Tatxvidtou. Avtifetng, o tpitog
XOPAKTIPAG ATIALTEL TNV £QAPHOYT) £VOg e€e1dikeupevou adyopifiou yia tTnv emiAoyr teov
Kwnoewov tou. O Baowkdg 0tdxog tou adyopibuou autou eival 1 mpoBAeywn tov
HeAAOVTIKOV KATAOTACE®VY TOU IIATX VIOV ,EIUTPEIIOVTAE TV £IILAOYI] TNE EVEPYELAL IOU
Ba empepet to BeAtioto Suvato amotedeopa. H emtteudn tou otoxou autou kabiotatal
duvat peow tng adlomoinong evog cuvolou aAyoplOuev.

2.7.1. IIpoBAnpata Avadntnong

'Eva npoBAnpa avadntnong opidetal armd tig MapakdT® evVvoleg:
¢ Xwmpoc Kataotaocwv(Space States): Eival to ouvolo tov mbavev
Kataotaoe®v (states) otig omoieg pmopel va Bploketal to mepuBaAAov tou
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rpoBANpatog. Autdg o Xwpog pmopel va avamapaotadel ard £vav ypapo, Omou ot
Kopu@eg elval ol Kataotdoelg Kal ou Kateubuvopeveg akpeg o eveépyeleg 131,

e Apxwkn Kataotaon (Initial State): Eival n xatdaotaon otnv omota exivaet
n avadntnon tng Avong tou mpobArpatog 131,

¢ Kataovaoeirg-Xtoxog (Goal States): Etval ¢va oUvolo piag 1) mepLocote piv
KATAOTAOE®V, 1] eIiTeud]) TV OOV 0UVoTd Tn Avon tou mpoBAnpatog. Xe
pepikrd mpoBAnpata eivar mBavo va umapxel pua Kataotaon -0toXog, eVe o8
GAAa eva piKpo oUVOAO e eVAAAAKTIKES KATAOTAOLE1E-0TOX0UG. Le
OUYKEKPLIEVEG TIEPUITTOOLLS, O OTOX0S 0pideTal amo pia 10LoTnTa MoU
e@appodetal oe moAAég Kataotaoelrg (131,

e AvaOeowpeg Evépyereg (Actions): I'ia pua 6edopévn kataotaon s, pua
ouvaptnon ACTIONS(s) emotpe@el £va IeIepacevo OUVOAO EVEPYELWV TIOU
HUIT0poUV va eKTeAeotouv otny Katdotaon s 13,

e Movtedo Mevafaong (Transition Model): I1eprypaget to amotédeopa mou
exeln epappoyn kabe evepyelag. Luykekpipeva, pia cuvaptnon RESULT(s, a)
EILOTPEPEL TNV KATAOTAOT)-AIIOTEAL0UA TNE EPAPHOYTE TNE EVEPYELAS G 0TIV
Kataotaon s 131,

e Xuvaptnon Koovoug Evépyevag (Action Cost Function): Mwa cuvdaptnon,
mou oupBoAdidetar wg ACTION-COST(s, ,a, s’), amobider to aptBuntird KOOTOg
Yld TNV £@ApUOoYI) ThE EVEPYELAS @ OTNV KATAOTAOY S, e OKOIIO T petdBaon
otnv Katdotaon s’ 131,

e Movondat (Path): Etval pua akodouBia evepyerwv 131,

e Avuon (Solution): Eival to povomdtt amo tnv apXiKr Kataotaor 0tny
KATAOTA0N-0TOX0 131,

H emiAuon evog mpoBAnjpatog avadi)tnong emTuyXavetal Heow Tng EQPAPLOYTE VOGS
adyopiBpou avaditnong 131,

2.7.2 Aevtpikreg Aopeg

Eva 6&v6po eivar pua cuAdoyn) amod otorxeia mou ovopdlovtal kopfou (nodes). 'Evag
amo autoug toug KopBoug kabopiletal wg n pida (root) Kail pia oXeon yovea-mardrou
(parenthood) mapexel pia 1epapXkn doun petadu tov KopbBov (16,

Eva 6&v6po pmopel va oprotel avabpopikd pe tov akoAoubo tpomo:

1. 'Evag pepovopévog kopBog amoteAet eva 6&vEpo. Autog o koubog eival n
pida Tou 6&vEpou 161,
2. 'Eote n ¢vag xopuBog kav Ty, Ty, ..., T, €va ouvolo amd 6evipa pe pideg

ny,Ny, ..., N avoiotorxa. Eva veo §&vEpo Snuioupyeitar av o k6pBog n yivel o yoveag
TOV KOPB®V nq,n,, ..., N, Le autd to 6evopo, o Kopbog n eitval n pida Kal ta

T,,T,, ..., Ty elval ta vmo-6¢vopa tng pidag. Ov kopBou ny,n,, ..., n; ovopalovta
nawdiva (children) tou n 116,

Eav ny,n,, ..., n; eivar pua akodouBia amd kopBoug oe £va 6¢vEpo o6mou to n; eivat o
yoveag tou n;,q, yua i < i < k, tote n akodouBia xopBeov arod to n, oto n;, ovopadetal
povoramw (path). To pnkog Tou HOVOIIATIOU £ival KATA £Va PIKPOTEPO Ao TOV aptipo
TOV KOPUBOV Tou. XUvenag, £va JoVoIIdTL e PNKog pndév amoteldeital amo evav povo Kkopbo
[16]

Edv vniapxer ¢va povomndatt amd evav kopbo a oe evav kopbo B, o xo6pBog a eivar
npoyovog (ancestor) tou B xai o B amoyovog (descendant) tou a. Evag mpoyovog 1
amoyovog evog KopBou, mépa tou eautou Tou, ovouddetal yviorog mpoyovog (proper
ancestor) 1 yvinolog amoyovog (proper descendant) avtiotovxa. Xe ¢va 6¢vopo, n
pida eivar o povog kopbBog Xwpig yviolo mpoyovo kat ta @UAAa (leaves) eival ol povou
KouBol xwpig yvrowo amoyovo 161,
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To vywog (height) evig xopBou oe £va 6£vEpo eival To PKog Tou HAKPUTEPOU
povorratiov ard autod oe eva @UAdo. To twog evog 6¢vOpou eivat to Uwog tng pilag. To
BaBog (depth) evog xd6pBou eival To PrKog Tou povomatiou mou odnyetl amod tnv pida oe
auto [16],

2.7.3. AAyoprBpor Minimax kar Expectiminimax

Eva 6evpo mavxvibrov (game tree) cival pia pntr avamapiotaon OAV TOV
Suvatov maptidwv (plays) evog mavxvidiou. O xopBog tng pidag eival n apXikn
KQTAOTAON TOU IatXviolou, ot 61ddoxXol Tou avarraplotouy Tig Kataotdoelg mou
IIPOKUIITOUV AII0 T1g KVI0ELS TOU IIPOTOU MALKTH, 01 51460X01 auTt®V TV KOopbBuv Tig
KATAO0TA0L1E IOV IIPOKUIITOUV A0 T1G KIVI0e1g Tou SeUtepou, Katl oUute Kabelng. Ta @uAla
Tou 6£vOpou avarmaplotouv vikn, nrta 1 wonadia. Kabe povomdtt amd tnv pida oe ¢va
@UAAO avamaplotd pia Sta@opeTiky mAnpen maptiba tou marxvidiou 17,

2o ITatXvidl To oroio vdomotettal to 6£vEpo, o rmpwtog rmaiktng ovopadetar MAX kat o
avtimalogtou MIN. To 6¢vEpo auto, meprdapBaver dvo eibn kopbBwv, toug MAX ropboug
(oe dptia emimeda amo tnv pida) kar MIN (oe meprtta emineda ard tnv pida) Iou
Xapartneidovtatl ard To Ovopd Tou Ialkty otov omoiov avtiototxouv. Ov MAX kopBou
avamapiotavtal pe tetpayeva kat ov MIN xopBou pe kUkAoug. Ta @uAAda £xouv tig
etiketeg WIN, LOSS, DRAW ne Bdon to amotéAeopa tou matXvidiou amo TV IPOOITIKY
tou MAX 17,

Agou oprotouv ot etiketeg WIN, LOSS, DRAW ota @UAAa, k4Oe KOpBog 0to matxviol
pmopel va exel pa etiketa WIN, LOSS 11 DRAW mou mpoKUIITeL Ao TNy IopaKATe
owadikaota:

1. Av J eivar evag pn teppatikog MAX kopBog tote:

e STATUS(J) = {WIN, av onolwoconmorte 6tadoxog tou eivar WIN. LOSS, av 6Aou
o1 6uaboxor tou eivar LOSS. DRAW, av omoloodnmote §1a6oxog tou eival
DRAW xav xavevag 6ev etvar WIN} 071,

2. Avtiotoixa, av J etval evag pn teppatikog MIN kopBog tote:

e STATUS(J) = {WIN, av 6loi o 5wadoxor eivar WIN. LOSS, av evag 6uaboxog
tou eivar LOSS. DRAW, av omotoo6note 61a6oxog tou eivar DRAW kray
ravevag 6ev eivar LOSS} (171,

H ouvaptnon STATUS(J) avarmapiotd to KaAUTePO TEPUATIKO AIIOTEAEOA TTOU UITOPEL
va emtuxetl o maikeng MAX av maidel BeAtiota amo tny Kataotaon J evavtiov evog
tedelou avruradou 17,

Yta meploootepa mmavxvioia opeg ov mbavotnteg eival mdpa moAAeg yia thv dnpoupyia
OA@V TOV TEPPATIKGOV KOPBOV Kal tnv aloAdynon toug mpog td Mom ®oTe Va MPoKUYEL )
npotn BeATioty kivnon. H ¢AAevyn mpaktikev tponev afloAoynong Tou amoTteAeouatog
TOV 61a80X1KOV KATAOTAOE®V TOU IatXvidiou, odnyel oe €UPLTUKEG MPOOEYYLOELG
(heuristic approximations). Epneipikd, etval mpo@aveg 0TL 0pLOPEVA OTOLXELA O L
KATAOTAON TOU HALXV1OL0U OUVELOQEPOUV OTNV 1oXU TNE, £ve aAAd otnv aduvapia tng. H
Avon eival Snuuoupyia prag ouvaptnong aétodoynong (evaluation function) e, n
omoia ouviuadel autd ta ototXeia yia va umoloyioel pua aptfuntiki “afia” yia kaOe
KATA0TAOY. LT OUvEXeld, 0 adyopidpog emAeyel Tnv Kivnon mou odnyel otnv Katdotaon
pe tnv uwndotepn ektipopev adia 17,

Kavovag Minimax: Ov xopBou tou 6&vEpou marxvibiou adlodoyouvtal pe tov
HAPAKAT®R KAVOVA:

e  Htuun V(J) evog xouBou J mou Bploketatl 0to petomo tng avalntnong (search

frontier) eival ion pe Ty TP TG OTATIKNG oUuvaptnong astoddoynong e(dJ) 131,

e H tiun V(J) evoig eontepirol koOpBou (J) MAX eivar ion pe tnv péylotn T amo

T1g TIREG TOV S1a80xwV tou 13,
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e H tuun V(J) evig eontepirou kopBou (J) MIN eival ion pe tnv peylotn Tiur amno

T1g TUeg TV OLaboxev tou 13l

‘Otav n otpatnyki) tou avoimalou dev eival BEAtiota avTay®viotiky aAAd
neptdapBavel éva otorxelo Tuxalotntag, To mpoBAnpa mavel va £ival VIETeEPUIVIOTIKO Kal
HeTaTpernetal 0 0ToXaoTkO (stochastic game). H povielomoinon tng tuxatdotntog
amavtel TNy £10aymyn evog veéou eiboug kopubBwmv oto 6evOpo tou matxvidou, tov Koufeov
toxng (chance nodes) 131,

Auto obnyel otov adyoprOpno Expectiminimax, o omolog arotelel yevikeuon tou
Minimax. Aoy tng tuxatotntag, n adla plag Kataotaong mavel va eivat
vTetepuvioTikl. I'ia tov Adyo auto, n povn Avon eivat o UIIoAOYLopOg TN AVAREVOUEVIG
tuung (expected value) tng Katdotaong, mouU £1val 0 PE00E 0PV TAOV MOAVOV
amotedeopatev tng. Eve o kopuBor MAX xkav MIN Aevtoupyouv pe tov 1610 tpomo 0rneg
otov Minimax alyopiOpo, yia toug KopBoug tuxng umoAloyidetal n avapevopuevn i, n
oroia eivatl to otabpiopevo abpotopa TV TIeOV 0AQV mbavev exkBaocewy, 0mou Kabe Ttiurn
moAAamAaotadetal pe tnv mbavotnta tng va oupBet 131,

Ke@alaro 3- Xxedraopoc xatr YAomoinon tou
HAektpovikou Ilavxvibrou

Yto mapov Ke@ddailo, Oa adromounBouv ol evvoloAoylkEg apXeg IIoU ouoTHOnKavV 0Tto
Ke@aAao 2 “Gewpntiko ITAaioto”, pe okomod va mpooeyylotel pebodikd o oxedraopog kav
N avamtudn evog NAEKTPOVIKOU matXviolou.

Ov evornreg 3.1 xau 3.2, eotiadouv oto “oradio tng 16ag”. Eabikotepa, otny mpwtn
evotnta Ba kabBoprotouv ol Bepednderg armo@aoelg mou Ha GLapopE®ooUV TO mALXVioL, Ve
otn 6evUtepn Ba tebBouv ol yevikol Kavoveg Aettoupyiag tou.

Ov evotnteg 3.3 £wg 3.5 a@opouv to “otadiro tng emelspyaoiag”’. ApXUKA, 0TNV eVOTHTQ
3.3. Ba Grapoppwbouv ta Gopikd oTolxela Tou oXediaopou. XTtny ouvexeld, oTnv EVOTHTa
3.4, autd ta Sopkd otolxeia, oe ouviuaopod pe Toug Kavoveg Tou marxviolou, Ba
amoted£oouv t1 Baon yia tov avaAuTtikd oxeGiaopd tov pnxaviopov tou. Tédog, otnv
evornta 3.5 Oa mpaypatomoundetl 1 IIpoy pap JATLOTIKI) UAOIIOLNO0T) AUTOV TOV UNXAVIOUOV.

H evotnta 3.6 emrevtpovetal oto “oradio tn¢ fedtioromoinong”. Apxikd Ba
IIPO0OLOPLOTOUV TA OTATIKA Sedopéva tou matxviolou, Ta ommoia Hmopouv va opLotouy Baoel
TV apXwv BeAtiotomoinong mou mapatéOnkav otnv evotnta 2.4 “Apxes E§ioopponnone
tov Iaryvidrov”. AkodouBwg, 1£om TN e@appoyng evog ouvolou alyopiBuwv, Oa
KaBoprotouv ta evamopeivavta otatika Sedopéva tou matXvidlou, jie 0Komro t1 Stao@daiion
puag 61Kang Kal 100pponuevng eRmeLplag yua Tov maiken.

3.1. Oepedwderg Amopaoelg

H npotn Bepedwdng oxeSraotikn amogaon katd tn Stadikacia avamtudng evog
nAexTpovikoU matXvidiou eival o kaboplopog tng kevepikng weag. O kaboplopog autrg
tng WWeag SteukoAuveTal ard Tov mpoodloplod Tou £i6oug 0to 0r1oio 0 oXe61a0THg OKOIIE UeL
va evtadel to matXvior. To mapov epyo evtdooetal oto £idog Tov matXvibiov poAe®v
(Role-Playing Games- RPGs). Luvenaog, to mavxviol oxediadetal pote va eVOOUATOVEL
Ta BaolKA XOpAKTNPLOTIKA TOV NAEKTPOVIKOV IALXVIOLOV POA®V, OIS AUTA
npocdlopiotnkrav otnv evornta 1.4.
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LUYKERPLUEVQ, 1l KeVTPLKT) 16£a Tou matxvidiou Statunovetal og eng: “Mua opada mou
armotedeital amod evav paxnti kKat evav payo tadibevouy og eva payiko 6acog yia va
AVTIPIETOIILO0UV UMIEPPUOLKA mAdopata .

'Exovtag opioet tnv kevtpikn 106¢a, to emopevo otadio tng pebododoyiag agopd tov
POCO10PLOL0 TOU KOLVOU-0TtOX0oU. AeSopevou 0Tt To matxvidl avamuooetal 0To TAALoL0 TNG
IIapoUoag MTUXLAKIG £pyaciag Kat 6ev mpoopidetal yua emopLKr] KUKAo@opia, dev eivatl
duvati n vnapdn mpaypatikoU Kowou. L20t600, yid Tig avVAyKeg TS 0XeOL00TIKIG
Suabikaoiag, Oa BewpnBbel eva vmobetikd Kowo. E@doov to mavxvidt avrkel oto eibog tev
ALY V1010V POA®V, ®E KOLVO-0TOX0G EIMAEYOVTAL Ol ITALKTEG ITOU IIPOTLIOUV TI)
OUYKeKRpLIeVT) Katnyopia matXvidwwv. H amogaon autn emtpenel otov oxediaopo va
£0T1A021 0TV £VOROUATKOON TOV OepeAlwioOV XapaKTNPLOTIK@V IoU 0pidouV Ty tautotnta
AUTOV TV TALXVIOLOV.

20 Imapov matxviol, o maiktng Ba evoaprmvel tov podo evog paxntr. To apxeturmo auto
£lval KAAOLKO Y10 TO OUYKEKPLIEVO £160¢ matXvidiov, pe tnv mapoucia tou va eival non
kaOlepopévn amd tnv mnpetn ¢kdoon tou Dungeons & Dragons, ToU IIPOTOU £UIIOPLKA
SraB¢orpou marxviGiou poAav. Ol maikTeg Iou eIA£Yyouv Tov POAO TOU PaXnTH o
NAEKTPOVIKA marXvidia poA®V, TUIKA avapevouv va exouv ot §1aBeon toug éva eupy
@Aopa EIMAOY®V TOOO 0TOV OIALOHO 000 Kal otlg embeTikeg evepyeleg toug. Avtiotolxa,
000V a@OopPA T MPOKANoeLg, eival ouvnOeg oe Tétolou eiboug matxvidia 1 avTipueTOIIon
ex0pnv pe {exwploteg IKavoTnTeg, AMALTOVTAS TNV AVAIITUSH EUEATKTOV OTPATYIKMOV.
ZUVEN®g, KATA TOV 0Xe6100110 TOU 0UOTHIATog Haxng, elval amapaitnto va 600el ¢pgaon
OTNV IIOKIALA TV £MAOY®V TOOO Y10 TOV IMALKTH 000 KAl yia Toug avtirdioug. O
0Xe6100110¢ aUTOg AITOOKOIIEL 0TIV MAPAKLVI0T TOU ITALKTN Yla IeLpalaTlopo Katl
ouviuaopod twv Swabeopev evepyelwy, pe otdxo Ty emiteudn tng Vikng.

Me t1g Snuioupy1kEg amo@Aacelg Tou matXvidolou va eival kabopiopéveg, n Gradikaoia
HUIIOPEL VA IIPOX®PI0LL 0TOV IPOoOLopLolo tou eupoug. Mia Bédtiotn pebododoyia yia tnv
eKTiunon tou eUpoug amoteAel n 61epeivnon evog avaloyou matXvidiou Katl 1) oUYKpLon
TOV ATIALTTOUPEV®V TOPKV Y10 TNV AVAMITUS TOU 0g 0Xeon pe toug dtabeotpoug mo poug tng
mapouoag epyaociag. 'Eva amo ta mAeov avayveoplopeva mapadeiypata nAekTpovikou
matXvidiou poAwv mou avamtuxXOnke amo pia pikpr opada e meploplopevo
pouriodoylopo eivarto Undertale (2015) tou Toby Fox. Yuykekpipeva, yia to Undertale:

e H avdamruln tou mpaypatomnowbnke xupleng amod tov dnproupyo tou, Toby Fox, o

omolog avélaBe to peyadutepo epyaotako @opto, pe tnv Temmie Chang va

OUVELOPEPEL OTOV TOREA TOU oxXedlaopou ypa@irmv 18],

o O mpoUmoAoyiopog tou avinABe ota 51.000 SoAddpia, 1006 TO 011010 CUYKEVTPOONKE

p£0w tng nAextpovikng mlatgoppag Kickstarter 18],

e H mepiobog avamtuing tou Sujprnoe 2 £tn xay 7 pnveg 18,

AapBavovtag umown toug mopoug rmou Xpelaotnkav yia tnv avamcuén tou Undertale
KaBiotatal oageg 0t 1 Snuioupyla evog mANEoUg NAEKTPOVIKOU IIALXVIO10U PpOARKV 0TO
MAA1010 TNG IMITUXAKNG epyaotag eival amayopeutikn. [Tapoti o mpoiimoAoyiopog tou
Undertale eival ouykprtika pikpog yia ta 6edopeva tng Bropnxaviag, mapapevel eva mooo
AIIOYOPEUTLKO Yia Tig Suvatotnteg tTne OUYKekpuuevng epyaociag. Il¢pav tou otkovopikou
IIEPLOPLOLI0U, O AIALTOULEVOE XPOVOE avarrtudng, mou otV nepintwon tou Undertale ntav
2 xpovia Kal 7 prjveg, ouviotd éva £§100U ONIavTIKO IEPLOPLORo, Kabag unepBaivel to
Suabeorpo xpovodiuaypappa mou ¢xel tebel yia tnv epyacia. Zuveneg, £@Ooov 1 avamtudn
£vO0g MATpoUg IALXV1o10U poAwv unepBaivel To KaBoplopevo eUpog TOU £pyou, KpLvetal
avaykaia pua tpomomoinon tng oxediaotikng mpooeyylong. H tporormoinon avtr eival n
petaBoAn) Tng pop@ng TOU £pYO0U, 1) OIIOLA AVTL Y1 £€va 0AOKANP@UEVO TatXvidl, Oa eival
£Va AELTOUPY1KO IPGTOTUIIO TO OIT010 Ba EIMKEVTPOVETAL ATTIOKAELOTIKA 0TO OUCTNHIA PAXNS.
Autr) 1 IPooEYY10n EMUTPEIEL TV £QAPIOYT] TWV OXEOLAOTIKOV apX®V Tou Adams Kal tn
onuioupyia evog alloAoyrotpiou TeAlkoU IpoiovTog.
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3.2. Kavoveg tou ITavxvidiou

Me ta Baowkd otorxeia tou marxviolou 0plotikomoupeva, akoloubel o 1poadloplopog
TV KAVOVEV TOU, 0L 0II0101 0T ouvexela Ba petatparrouv og pnxaviopoug mou 0a
pubnidouv tn Aevtoupyiad TOU CUOTHIATOE PAXNE TOU IIPETOTUIIOU.

Apxikd, opidovTal ol Tpelg CUPIETEX0VTES XApaKThpeg Tou matXvidiou: o Ilaiktng
(Player), o omolog eAeyxetal amo tov Xprotn, o BonBog (Helper), ou eAeyxetal amo £va
ovotnpa Texvneng Nonpoouvng (Al) xav o Avtinmalog (Enemy), ToU 0II010U Ol evepyeleg
kaBopidovtatl amd evav adyopidpo mapayweyng tuxaiov aptfpev. Kabe xapaxktnpag
oraBeterl £va oUVOoAo apLOUNTIKGOV TIHWV, TA 0TATIOTIKA (Stats), IOU aVTLIPOOKIIEVOUV T1g
KAVOTNTEG KA TG aduvapieg Tou, e oNpavTiKOTEPo amo autd va eivat ot Ilovtol Zeng
(Hit Points). I'ia Toug oxormoug Tou mpatoturou, o ITaikeng pmopel va emAéletl tov
avtimalo mou Oa avtipetemidel oe KaBe paxn amod pa mpokabopiopev Alota teoodpnv
SrapopeTiraV £X0pav. Autol ol exXBpol exouv povadikd otaTioTikd , IIPocoidovtag £Tol
peyadutepo otpatnylko Babog otnv eprmepia.

H pon tou maixvioiou eivar oevprakn (furn-based), ouvenng ol XapaKTpes
evepyouv Stadoxikd Baon pag mporkabopropevng oerpag: [Taiktng -> Bon0og -> Avtinadog.
H extédeon tov evepyeldv KAl TOV TPIOV XAPAKTIPOV OUVLIOTA TNV OAOKATPROT] £VOg
YUpou (round) xai tTnv eKKivnon £vOg VEouU.

To maixviol teppatidetal 6tav eKmAnpemOel pia amod Tig maparate® ouvOnkeg:

e 'Hrtra Ilaiktn: ExkoAnpovetar otav ol movtol {wng tou Ilaiktn undeviotouv.

e Nikn Ilaikty: ExmAnpovetal 6tav ot movtol ong tou Avtiumradou pndeviotouy.

A&idel va onuewwBdel 0tL 0 pndeviopog twv movtev {eng tou Bonbou dev odnyel otov
TEPUATIONO TOU IatXVid1oU, aAAd £Xe1 ®¢ AIIOTEAE0Na AIOIAKPUVOI] TOU IO T1) LAaX1).

TeAog opidovTal oL TUMOL £VEPYELWV IIOU PITOPel VA eKTeA£0eL £Vag XAPAKTIPAS KATA T1)
Olapkela tng oepdg tou. Auteg Srakpivovtal o Tpelg Katnyopleg:

1. Kwnoeig Znpuag (EmBsoerg): Otav evag xapaxrtnpag ektedel pia emibeon,

emALYel £Vav 0TOX0 AIId TOV OII0L0 apAlPelTAl £Vag OUYKEKPLUEVOE apltOpog mOVIOV

wng. O apbpog autodg kabBopidetal arrd Ta OTATIOTIKA TOV XAPAKTIPOV KaOmg Kal TV

OTATIOTIKGOV TNS Kvnong.

2. Kuvvnoseig AAAayng Zratiotikev: Me tnv extédeon puag tétolag Kivnong, £vag

XAPAKTIPAS HeTaBAAel OUYKERPLIEVA OTATIOTIKA £VOg EMAEYIEVOU XAPAKTIIP Yo

tpelg Yupoug. O KIvi|oelg auteg eMITPEIIOUV Kal TNV peTtaBoAr 0TATIOTIK@V TOU 1010U

TOU XOPAKTIPA.

3. Kwvnoeie Emavagopag IIoviov Zeong: Ou xivijosig autg tng Katnyoplag

AIroteAoUV UMO-KATNYOPLH TOV KIVIoe®V aAAayr)g 0TATIOTIKGY, Kabmg petaBadouy eva

OUYKEKPLIIEVO OTATLOTIKO £vog Xapaktrpa. O1xupleg Stapopeg toug etval 0tL aAdalouv

mavta to 1610 otatloTikd (Toug rmovtoug {wrg) Kat 0Tl n addayr eivar povupn.

3.3. Oplropog tov Aokwv NTotxXelwv

Me tnv oAokAnpwon tou otadiou tng 1W6eag, n Stadikacia petabaivel oto oTtadlo TNg
enefepyaciag. Xe auto To 0tddlo oL Kavoveg Tou ITatXvidioU IPEIel Vo PLETATOATIOUV apX LKA
oe SolKA oToLXela Kl pnXaviopoug Kol 0T OUVEXEL aUTOL 0L PNXAVIoHol va
vAomouBouv oe KOOIKa. Ltnv mapovoa evotnta, Ba oplotouv ta Baoitkd Sopika otovxeia
IIOU XPNOUIOIIO0UV Ol PNXaviopol yia va kaBopioouv tnv Aertoupyia Tou matxvisiou.
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3.3.1. Baoika Aopika Ztovxeia

IIpwv tov 0pLopod TV KEVTPLKROV OVTOTITOV, ival amapaitnto va tebouv dUo Sopika
oTolXeila IIoU XPNnotpomoloUuVvTal Yia Ty opaldr aAAnAemidpaon toug.

Apxikd, opidovtat ol ovrotnteg “Tumog Znuuvag” (dmgTypes). Auteg ov ovtotnteg
AVAIIOPLOTOUV TOV TPOIIO [e TOV 0II0lo mpokaAel tnv {nuid tng pia emibeon. Mmopouv va
ePLY pa@ouV pe U0 cUPBOA LKA XAPAKTNPLOTIKA:

e Ovopa (Name): To povadixo évopa tou tumou.

e Katnyopia (Category): H eupitepn katnyopia otnv omoia avikel. 'Evag tumog

uuag poopet va eivat eite @uotkog (Physical) eite e161kog (Special).

Ztnv etkova 3.1 mapouoralovtat ov 9 tumol {nuiag rmou cupnepthapBavovtat 0to
HPKTOTUIIO.

Ovopa Katnyopia Ovoua Katnyopia
1 Fire Special 7 Slashing Physical
2 Water Special 8 Piercing Physical
3 Grass Special 9 Bludgeoning Physical
4 Electric Special
5 Ground Special
6 Steel Special
Eikéva 3.1: O1 1001 Znuidc (dmgType) Tou

Tagvidioo.

To SevUtepo Baoiko Sopiko otorxeio eivar ol ovrotnteg “Metpng’ (Counter). Eivau
£va oUvoAlo amo mevte ouvOeteg ovtotnteg mou mapakoAoubouv tny GudpKrela TV
IIPOOM®PELV®V AAAAY®V TOU IPOKAAOUV 0l KIvNoelg aAAayng OTATIOTIKGOV 0TA OTATIOTLKA.
Kda&be petpnreng exel 6U0 XapaKTnploTukda:

o AplOpog (Number): To povabixd avayveploTikO TOU aVTIOTOLX0U PETPNTH.

o Méetpnon (Count): To XapaKTnploTikKO mOU PETPALL TOUG YUPOUG IIOU £X0UV

0AoKANP®Oel amo TNV eXTEAL0N TNG KIVNONG IOV ITapakoloubet.

3.3.2. Kevtpika Aopika Xtovxeia

To ovoTtnpa TG PAXNE IEPLOTPEPETAL YUP® AIIO TOUE XAPAKTIPES KAL TIE KLV 0L ITI0U
AUTOL EKTEAOUV.

Ta mpota kevpikd Sopukd otorxeia tou matxvidiou eival ov ovtotnteg “Xapaxktnypag’
(Character). To nmpwtotumo neptdapBavel tpeig tetoleg ovrotteg, tov Ilaiktn (Player),
tov Bon0o (Helper) xai tov Avtimmalo (Enemy). Kabe xapaxktrpag mmeprypd@etal amd
£va 0UVOAO XAPAKTNPLOTIKGV mou KaBopidouv tig ikavotnteg Kat aduvapieg tou:

e ApiOpnmika XapaktnprLomKa:

o IMovrwouv Zeong (HP): H peyiotn avtoxr Tou XapaKTipa amevavtl Oe
emBeoeig.

o Tpexovreg Ilovrol Zong (CHP): O novtol {wng mou dwabetel o
Xapaktnpag oe kaBe deGopevn oty tou mmavxvidiou.
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o Emifgon (ATK): H tkavotnta tou XapaKTrpa va eKTeAel QUOLKES
embeoerg.
o Apuva (DEF): H tkavotnta Tou XapaKTrpa Va avTIPeTOIIL{el QUOLKEG
emBeoerg.
o Euvbiwkn Eoifeon (SP.ATK): H wkavdtnta ToU XapaKThpa va eKteAel
e101Keg emBeoerg.
o Eubivkn Apuva (SP.DEF): H 1xavotnta Tou XapaKTIpd Vo avTIIeToIidel
e101keg embeoerg.
o Taxvmta (SPD): H taxutnta extedeong embeoewv, kabBwg Kat ta
AVTAVAKAQOTIKA YU TNV AVTLIETOIILON TOU.

e ZXupfoAika XapakTnpLoTiKa:
o Ovopa (Name): To avayvoploTIKO OVOLIA TOU XOPAKTIOA.
o Avmnotaoerg (RES): Alota mou mepiexel 0Aoug toug dmgTypes toug
0T1010Ug 0 XOPAKTIPAG £1VAL TKAVOE VA AVTIPNETOITL{El ATIOTEAEOPATIKA.
o A8uvapieg (VUL): Alota riou eprexer 0Aoug toug dmgTypes toug ormroioug
0 Xapaktnpag 6ev eival 1IKavog va avTipetonidel amoteAeopaTiKda.

Ot evepyeleg mou PImopoUV va eKTEAE00UV Ol IMAPAIIAVE XAPAKTIPES, AVAIIAPLOTAVTAL
aro Ty 6eUtepn KEVTPELKI ovTotntd tou matxvidwou, tnv “Kivnon” (Move). Kabe
pepoveuevn Kivnon eival pua ouvBetn ovtotnta, Tng omoiag ta XapaKTnpLoTlKa opidouv
T @UON Kal TN AerToupyia Tng:

e ApOpntwika XapakrtnpLoTiKa:

o Auvapn (movePower): H Baoikr) 1oxug puag emibeong 1) to peyeBog tng
addayng evog 0TATIOTLKOU.

o KaBuotepnon (moveDelay): Mia tipr mou tpormomolel Ty TaXuTtnta Tou
emrtifepevou Katd tnv exteAeon pag emibeong.

e XupfoAika XapakTnpLotmKa:

o Ovopa (moveName): To 6vopa tng Kivnong.

o Avayveprotko (moveNumber): Evag povadikog Kwdikog yia tnv
avayveplon prag kivnong. O aptBpog autog Eexwvaet pe 1 yua tig embeoeig, pe
2 Yl T1g KIvj0e1g OTATIOTIKGOV KAl e 3 Yl TIg KV 0elg £mava@opag moviov
dwng.

o Metpnng (moveCounter): O avayvoplotikog aptBpodg Tou petpnt mou
XPNOLPomIoleital amd pia Kivnor OTATIOTIKOV.

o Xtwoxog (moveTarget): O xapaktipag-0tdXog Tng Kivnong. Auto to
XOPAKTNPLOTIKO aglomoleital AmoKAEL0TIKA AT T1G KLVI0ELG OTATIOTIKWY KAl
movTev {Ong 0Imou o otdxXog elval Imavta o 1510g.

o ZXzatotka (moveStats): KaBopidel mowa armd ta oTaTtiotika Tou
XapaxrTnpa-otoxou Oa petabddel n kivnon.

o Tumog Znypuvag (moveDmgType): 'Eva ouvOeto XapaXTnplotiko To 0IIoio
mepLexel pla 1) meprocotepeg ovrotnteg dmgType mou opidouv Tu TUIoug ¢nuiag
mpokaAel n emibeon).

o Auvadoyog(moveDialogue): To keipevo mou Ba xpnowporownOei amod toug
HNXaviopoug yia TV eVIIEPRMOT] TOU MALKTI) OXETIKA e TV KivNon IIoU
eKTeAE0TNKE.

Ytnv eikova 3.2 mapouotadetal o Katdloyog pe oAeg tig Srabgovpeg Kuvijoelg tou
matxviolou.
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Kivioeig Znuidg

Kivioeig ANayng ZTaTIoTIKWY

Sword Slash

moveDelay

moveType

moveNumber

moveName

movePower

moveStat

moveTarget

moveCounter

7

201

Shield

3

Player

102

103

Hydro Pump

Arows

29

68

202

203

Encouragement

Spel

Intimidation Sp

3

el 3

Player

Enemy

104

Fire Pierce

Electric Hammer

18

49

Distracbion Spell -3

Evanescence

Enemy

Enemy

106

107

Fireboit

Thunderbolt

1

206

207

Harden

Rage

DEF, SPDEF

ATK, SPATK

Enemy

Enemy

108

Rock Smash

208

Inner Power

SPATK, SPD

Enemy

108 Thotns

1 Vines . N 18 Kivijoeig ETravagopag Movrwyv Zwng

m Whip ? 7 7

movesStat moveTarget

12 Stone Paunch ? 7 59
301 Heal Player ? CHP Player

13 Magnitude ? ? 5
02 Heal Helper ? cHp Helper

114 Tackle ? ? 9
303 Heal Eenmy ? CHP Enemy

115 Watergun ? ? 29

116 Flames ? ? 1

Eixéva 3.2: O kardhoyog Twy SiaBEaipwy KIVAGEWY Tou Travidiod

IMa tig Kwvnoelg nuiag eival Suvath n CUPIANP®OT) TNG TUIIG TOU XAPAKTNPLOTIKOU
“moveType”’ kaBmg To XAPAKTNPLOTIKO autd mPoodlopidel Tov TuIio tng {nuidg Iou
npokadei n emiBeon. 'a mapadevypa, n xivnon Electric Hammer, £xel toug tumoug {nuidg
Electric (4) xav Bludgeoning (9). Autod Gikatodoyeital ammd to yeyovog 0Tl 1) IIpOOKPOUOT)
TOU OUYKEKPLPIEVOU OMMAOU 02 £vav 0ToX0 mpokadei {nuid tdéoo PEO® TNg OUYKPOUONE ATIO
1 QUOLKI) Kpouorn (Bludgeoning), 600 Kal p£ow tou nAextpiopou mou mapayel (Electric).
O aplBunTikeg TInEg TOV XapakTNPELoTIKWY “movePower” xav “moveDelay” 6a
KaBoprotouv katd to otddio tng Bedtiotomoinong.

IMa tig xuwvnoelg petaBoArg OTATIOTIKGV, 1) TUHI) TOU XAPAKTNPLOTIKOU “movePower”
kabopiletar Baoer tov e&ng kavova: “AapBaver tnv tipn 3 otnv nepintoon petaboAng evog
HOVO OTATIOTIKOU, KAl TNV T 2 0tV Ieplnteon petaboAng 600 otatiotikav”.

TeAog, yia Tig Kivnoelg ermava@opdg movtev ¢eng dev amodidetal Tipun oto
XAPaKTNELOTIKO “movePower”, kaBwg n tiuur) tou Sivetar amd evav adyoplOpo mapaywyng
tuxailov apBpev. To evpog Tipmv Tou adyopiBpou Ba oprotikomoinOel Katd o otddlo Tng
BeAtiotomoinong.

3.3.3. Eowtepikn Oikovopia

210 TIapov oUoTNHA, 0 HOVAOLKOG ITOPOE TNE E0WTEPLKIG OLKOVOILAE TOU HATXV1OL0U
elval ol movtol {RNg, OUYKeKpLeva 1o Xapaktnplotikd CHP xdBe xapaktnpa kabopider
Vv emBiwon tou oto marxviol. Ov emBeoeig Aertoupyouv wg “otpayyloteg” , agaipevtag
TOV II0PO IO TO CUCTHA, £VE 01 KLWVIOE1E EIAVAPOPAS ITOVTOV (DI1)C AL1TOUPYOUV K¢
“myée¢”, evoayovtag tov ava oto mavxvidl. H Sraxeipion avtng tng pong amoteAel tov
ITUPIVA TNG OTPATNYLKNG TOU IIALKTY.

3.3.4. Ynootnpiktikd Aopika Xtorxeia yia tnv Avaxeipron Porg tou Xuotnpatog
Mdaxng

[I¢pav TV ovToTT®V IIOU a@opoUV TO KOO0 TOU ITatXVvidiou, o oxediaopog amavtel Kav
£Va 0UVOAO OVTOTHT®V II0U Staxerpidetal tn Sopn tng paxng.
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Apxixd, n oupBoAikn ovtotnta “EmAgypevog Ilaiktng” (chosen Enemy)
amoBnkevel TNV £IILA0YI) TOU XPNOTI Ao Th ALOTd TOV TE0oAprV dtabeotpav eXx0pov Kau
Aelrtoupyel wg £10060¢ Yo TOV INnxXaviopo mou Oa Siapop@®oel Ta XapaKTNPLOTIKA TNG
ovtotntag Enemy.

I'a tyv 0pb1) Sraxeipron tng Sradoxng Towv oepnv opidetal n ouvOetn ovroTnTA
“Avaxeiprotng Lerpov” (turnManager). H ovtotnta avtn) amotedeitar amd 6Uo
OUNBOAIKA XOPAKTIPLOTIKA:

1. Tpexov Zerpa (currentTurn): Kataypa@el molog XapaKTrpag eXel 0e1pa va

opaoet.

2. IIponyounevn Xevpa (previousTurn): Amobnkevel 1mowog XapaxTnpag eixe
IIPONYOUIEV®E 0£1Ppd, EMUTPEIOVTAG OTO OUOTNHIA Va emavaddBel pua ogpd eav
kp1Bel amapaitnto.

Ta xapartnplotikd avtd AapBavouv pua amo tig mpokaboplopéveg tiueg “Xevpa
I[aixtn” (PT), “Zevpa Bon0ov” (HT) xkat “Levpa Avtinadovu” (ET) onpatodotamvtag
II010¢ XOPAKTIPAG £XEL TOV €AeYXO0 TNg TPEXouoag Kal Thg IIPonyounevng oe1pdg.

H oupBoAwkn ovtotnta “Kataotaon” (State) eAéyxel tnv por) TV evepyelav Kabe
oe1pdg. H ovtotnta autn pmopetl va AaBel pia amo tig mapakate oUpBoALKeg TIpEG TTOU
AVAIIaPLOTOUV T1g PAOELE 0TLG omoieg pmopel va Bploketal pua oe1pd:

e Ilposgrorpacia xat EmAoyn Evépyerag (Kataotaon ‘No State-NS): Ze
QUTI) TNV QAT 0 XAPAKTIPAG eITAEYEL TV KLV 0l II0U OKOIeULL VA EKTEAL0EL.

e Extédeon tne Evepyevac (Kavaotaon ‘Move Declaration-MD): Xe autr)
T @Aaon yivovtal ol KatdAAndol urroAdoylopol yia ta amotedeopata mou Oa £xel
1] KLvnon 0to KOO0 tou natxviolou. EmumA¢ov, o maiktng evnuepmvetal yia Ty
KlvNon mou MPOKELTAL VA £KTEAE0TEL, KAOMOE KAl yia TOUG XAPAKTIPEG TTOU
oupmneprthapBaver.

e Emnilvon xkat Evnpepwon (Kavaotaon ‘Aftermath-AM): O xUplog otox0g
TNG CUYKEKPLIEVTE PAONE £1val 1) SLaXeiplon TV PaKponpdfeopov ouveneiov
TNG eVEPYELAE TOU EKTEAEOTNKE, KAOME KAl 0 €AeyX0g Y1 LKAVOIIOiNon KAIIolag
ouvOnkng mou Oa B£oel To ovoTnRa o2 pla el0LKI] KATAOTAOT.

e  E16ukn Kataovaon (Kataotaon ‘Special State- ST): H ouykexpipévny
(A01) eVEPYOIIOLELTAL AIIOKALELOTIKA OO0V £VTOIILOTEL 1) emaAnBeuon pag
ouvONKNg TEPUATIONOU 1) Pla ONPIAvVTIKI aAAayr) otnv Katdotaon tng paxng. O
KUPL0¢ POAOC T1E elval 1] S1aXeiplon auteV TOV 10KV KATAOTACE®V KAl O
TEPUATLONOE TOU IIALXV1iO10U e@ooov Kpifel avaykaio.

H oupBoAikn ovtotnta “Motiffo Enileong” (atkPattern) xpnoipomoleital yia tnv
amoBnkeuon tou emTifEpevou Kal Tou apuvopevou oe pua emiBeon. Ov tipég mouv pmopet
va AdaBel ) ouykrekpupuevn ovtotnyta eivatr:

e 1: Ilaiktng -> Avtimalog
e 2: BonBog -> Avtimalog
e 3: Avtimadog -> ITaiktng

e 4: Avtimalog -> Bonfog

H onpatia “Metpntng Hrav Evepyog” (counterWasActive), onpatobotel av n
K1V1)0T) OTATIOTIK®V IOV IIPOKELTAL Va eKTeAeatel £xel 6n xpnovpomownOetl otoug
tedeuTtaloug tpelg YUpoug. Av 1 onuaia elval evepyr), 1 0e1pd TOU XAPAKTIPA AKUPOVETAL
Kol mIperet va emavaAnedel oote va emAeyel pua S1a@opeTuky) Kivnor).

EmmAéov tov ovtotnteov mou Sraxeipidovtat tn por), To oUoTniad XPNotpomolel Katl
e&e101KeUIEVEQ UTOAOYLOTIKES OVTOTNTEG, OL OIIoleg elval OepeAindelg yia tnv ektedeon
TV emBeoewv Tou matXviolou.

H oupBoAwkn evotnra “Katnyopia Znpuag” (moveCategory) mpokUIItel dmod toug
dmgTypes tng Kivnong mou exteAeital Kat kabopidel tnv pabnpatikn eiowon mou Oa
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£(QAPPO0TEL Y10 TOV UOAOYLOPO0 TNG TUUNG Thg aptBunTtikng ovrotntag “Avvapn
Enifeon” (atkPow).

O tpomommouteg “Tpomomoin g Taxvntag”’ (spdMod) xa “Tpomomointng
ASuvapiev kat Avroxov” (vulResMod) Aevtoupyouv g evolapeoeg petabBAnteg mou
kaBopidouv TtV amoteAeopatikOT)TA Prag emibeong.

To TeA1KO AImOTEALONA TOV UTIOAOYLOPGV IIOU YivovTal yia pia emiBeon amobnkevetal
otnv ovtotnta “Znpua Enifsone”’ (moveDmg). H tiun autng tng ovrotntag, mou
AVTLOTOLXEL 0TI OUVOALKY {nuid, agaipeital oty ouveéxela amd toug moveoug (wng (CHP)
TOU AIUVOHEVOU.

Ztnv ovtotnta “IIovtor Zeng Kivnong” (moveHP) amoBnkevetat o aplBpog tov
movtev {ng mou Ba mpooteBouv otoug CHP tou maiktn-otdXou Tng avtiotolXng Kivnong
EIIAVAPOPAG TTOVTOV {WN|G.

T¢Aog, n oupBoAikr ovtotnta “Htreg” (Losses) kataypda@el 010l XapaKTIpeg £X0UV
nrtndei, TAnpPo@opia KPLOLIN yia Toug Pnxaviopoug mou kaBopiouv to TeA1Ko amoteAeopa
TOU IatXviolou.

3.3.5. Aopika Xtovxeia tng Avermagpng Xpnotn

II¢pa amod ta Sopikda otorxeia mou alomoloUVTal AIId TOUE PINXAVIOHoUE Y1d Th
£PUPHIOYN TOV KAVOVROV KAl T AL1ToUupyia Tou matXvidiou, amapaitnta eival Kat ekeiva
IIOU XPNOLHIOIIOL0UVTAL YA TNV £VIIEP®OT] TOU IIALKTI Yid TNV KATAOTAOT TOU KOGIOU TOU
matxviolou.

H ovtotnta “Kouti Avaddyou” (dialogueBox) ¢xel tov Baoliko poAo evnuepmong tou
IIALKTY) Y1 T1G £Vepyeleg IMOoU IMIPAYIATOIOL0UVTAL KAl TA AII0TEAE0UATA TOUG OTOV KOOLO
TOU IIALXV1010U.

Tnv evnuépmon 0XeTIKA 1€ TNV KATaoTaon oty omoia Bploketal o maiktng Kat o
BonBog avalapBavouv ovovtotnteg “Kouti Ilaiktn” (playerBox) xair “Kouti Bon6ouv”
(helperBox). H xaBepia amo6 auteg Srabeétel ta xapartnprotika “Ovopa” (Name) rau
“Tpexovreg IIovtol Zong”’ (CHP), ta omoia avtikatomtpidouv SUvaplkd Tig avTioTOXeS
TIPEG TOV ovToTTeV Tou Ilaiktn kar tou BonBou.

Ztnv eikova 3.3 mapouotadovtat OAa ta Sopikd otorxeia Tou marxvidiou kabag Kau
omoleg oxX£0e1g £Xouv petadl Toug mPLV THV €VO®UATKOOL TOV PINXAVIOH®V.

3.4. Xxedraopog twv Mnxaviopov

"Exovtag rmpoobiopioel pe mAnpotnta to 0UVOAO TO®V SOUKOV 0TOLXEL®V 0TN
IPONYOUMEVT eVOTNTA, 1) £PYA0LA IPOXMPALL 0TO O6eUTEPO0 KAl KOLOLIOTEPO PEPOS TOU
oxedwaopou, tnv avaluon tev pnxaviopov. To ocvotnpa tng paxng vdomoleital pEow evog
KUPLOU UNXaviopou mou evepyel g Bpoyxog oe téooeplg Starplteg @aoelg, eVTog TV
01010V aAANAemidpouv Kal o1 Geutepeiovteg PNXAVIOHOL.

3.4.1. ®don 0: EmAoyn Avtimdlou xar Apxikonoinon Maxng

IIpw tnv evepyomoinon tou KUPLOU pnXaviopou, mponyeital o “Mnyaviouog 1:
Arauoppwon Maxng’, o ormolog UAOIIOLEL P10 IPOKATAPKTIKI] QAT TOU IALXV1OL0U, KaTtd
TNV orola o maiktng Kadeital va emAedel tov avrimalo mou Ba aviipetmniost otnv

emepXOpevn paxn.
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playerBox ‘ dialogueBox ‘

turnManager ‘ e

CHP ‘

previousTurm
Character
spdMod
State HP CHP

vulResMod

currentTum

ATK DEF

atkPattern

counterWasActive ‘ playerBox ‘

SPD NAME

Name
Losses VUL RES "<

F a ] maveomg

moveHP ‘

‘ SPATK SP.DEF moveCategroy ‘
‘ chosenAction ‘

dmgType —

Name Category
Move
movePower moveDelay
Counter moveName moveNumber
‘Count Number moveCounter moveTarget

moveStats moveDmgType ————

(O TuvBerec Oviemres / XapakTpioTixd

) Anhi ApBpnTikEG OVIGTIITES | XapaKTnpioTia

() Anhig ZupBohikig OVIGTIES / XapaKmpoTKG Eikéva 3.3: Ta Sopikd aroixeia Tou Taividiol

Mnxaviopog 1: Avapopewon Maxng
Ileprypapn: O pnxaviopog autog Sraxeipidetal tnv emAoYT) TOU avVTUIAAOU PE0R TNG
Sremagng xpnotn (Ul) kat Xpnotpornoiel tnv amd@act) Tou IAlKTh Y1 VA apXUKOIIOU0EL Td
OTATLOTIKA TNg ovTotntag Enemy. Ltnv ouvexela eVepyoIiolel Tov KevTplko Bpoyxo tou
mavyxvioou.
Avenmagn Xpnotn: To cuotnpa mapouorddel otov maiken pa 00ovn pe £€va KatdAoyo
IIOU HePLEXEL TIE TEooePlg OLabeaipeg emAoyEg avTUIAA®V.
YuvOnkn: "Eav to clotnua avixveuoel pia £10050 amo Tov mailktn mou avTloToLXetl
otnv TeAwKr emiBeBainon pag emAoyrg amd Tov KATAAoyo avTimaAav'.
e TI'eyovog: H exmAnpwon tng mapamdve ouvOnkn mupodotel eva yeyovog, to
orolo extedel TIg MAPAKAT® EVEPYELES:
o H oupBolAikn ovtotnta chosen Enemy AdapBavel pia T mou
AVTLOTOLXEL OTO EMAEYHEVO avTimalo.
o Baoev tng Tuvung tng chosen Enemy, n ovtotnta Enemy AapBavetl ta
avTioTolXa OTaTloTIKAG amod evav mpokabopiopevo nivaka deGopevov.
o Ouvovtotnteg Player xav Helper apX1KomoloUvTal aIrd £vav
npokaBopropevo mivaka dedopevaev.
o H Semmagn xpriotn petabBaivel amo tnv 006vn emAoyng aveimdlou otnv
0006v1) tng paxne xatv o “Mnxaviopog 2: Kevtpikog Bpoxog EAeyxou
Pong” evepyomoreitat.

3.4.2. ®don 1: IIpoetorpaoia xar EmAoyn Evepyerag (Katdotaon ‘No State’ — NS)

H evapxktnplua paon kabe oeipag mepthapbBavel 6Uo Srakprroug, Siadoxikoug
pnxaviopoug mou kaBopidouv Tov evepyo IIALKTI) KAl THV eIAoyr) The Kivnong tou.
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Mnxaviopog 3: KaBopropog Xerpag

Ileprypapn: H xiupua Aettoupyia Tou pnxaviopou eivat o mpoodloplopog Tou evepyou
naiken, Staopadidovtag etol tnv mpokaboprlopevn Svadoxr oepav. IlapdAAnia, o
HnNxaviopog eival uneubuvog yia Tnv £@appoyr) TOV aIapaiTt)T®V TPOIIOIO0E®V OTAV
ouvOnxkeg tou mavxvidrou emBaAlouv tnv adlayr) otnv Kabiepopevn oeipd.

YuvOnkn 1: “ Eav (turnManager.currentTurn = “PT”) KAl (losses = “No Losses”)”

e TI'eyovog: To turnManager.currentTurn AapBaver tnv twpn “HT”.

YuvOnxkn 2: “Eav ((turnManager.currentTurn = “HT”) KAI (losses = “No Losses”)) 'H
((turnManager.currentTurn = “PT”) KAl (losses = “Helper Lost”))”

e TI'eyovog: To turnManager.currentTurn AapBavel tnv tipn “ET7.

YuvOnkn 3: “Eav turnManager.currentTurn = “ET.

e TI'eyovog: To turnManager.currentTurn AapBaver tnv tipn “P17,
onNuatodoTWVTAE THV €KKIVNOI £VOg VEOU YUPOU.

Kouwvo I'eyovog: [Ipwy amo kxaBe adAayn tng ovrotntag turnManager.currentTurn n
elepxopevn tiun tng amodnkevetar otny turnManager.previousTurn.

Armotédeopa ot Avermagn Xpnown: To amotédeopa Tou PnXaviopoU eVNIEPOVEL
Aapeoda Tov maikTn peowm tng oveottag dialogueBox, 1 oroila eite avaKOLWVOVEL TNV EMIOPEVT
oelpd eite mapouolddel Tov Kataloyo tov 6100201V KIVHoE®V TOU IIALKTY) av eival n
oe1pd Tou.

Mnxaviopocg 4: EmAoyn Kivnhone

Ieprypa@n: Apol xaBoprotel 0 evepyog XAPAKTIOAC Y10 TV IIapoUod 0e1pd, O
HNXaV1opog autog Kataypd@el TNV Kivnorn mou emnedede va ekteleoet.

YuvOnxkn: H xipwa ouvOnkn yua tnv evepyormoinon autou Tou NnxXaviopou eivatl n
emiBeBainon tou maiktn (To matnua Tou mANKTou “enter’), ave{aptnta amo TO MOL0E
XOPAKTNPAG £XEL 0L1PA.

e TI'eyovog: Otav nouvOnkn minpotite, novtotnta chosenEnemy AapBavet tny tipn

tou Move.moveNumber tng kivnong mou emAexOnke. H mmpogdevon avtng tng tiung

Suagpopomoleital wg e&ng:

o Tua tov maiktn: H tipn npogpxetar arreuBeiag amo tnv emAoyr) tou
Xp1otn oty dremagr).

o TI'vatov Bon0o6: H tiun eival to amotédeopa tou CUOTIIATOS TEXVITIG
vonpoouvng.

o TI'va tov avrtimado: H tiur xaBopidetar amo évav adyoplbpo mapaywyng
TUXAlOV aplopov.

Kouwvo I'eyovog: Apdtou kataypagel To avayvoploTtiko Thg emAeYREvnE Kivnong otV
ovtotnta chosen Enemy, n tipn tng ovrotntag State aAlaler oe Move Declaration (MD),
onpatodotwvTag To TeA0g TNg PAoNS THE IIPOLTOLIACLAS KAl TNV £vapdn TNng eKTEAE0Ng TNg
eveépyelag.

3.4.3. ®don 2: Extedeon xar Ymodoyiopog Evepyerag (Katdotaon ‘Move
Declaration’ — MD)

Kata tn Siapkera avtng tng @Aaong, evepyorroouvTal Ol aVTiOTOLX0l PNXaviopol yia
TNV eKTEAE0N TNG EMAEYHEVNG KLVNONG KAl TOV UIIOAOYLO0H0 TV amotedeopdtov tng. H
petabBaon oe autr) tn @daon mpovmofeter tnv avabeon tng tvung “MD” otnv ovtotnta State
Kat tnv emiBeBaimon amd tov maiken.

Mnxavionog 5: KaBopiropoc IMAavoiou Emifgong

Ileprypa@n: O cuykekpLp£vog INXaviopog Aertoupyel aImoKALL0TIKA Yid T
emBetikeg Kuvnoelg. O podog tou eival o IIPocdlopLop0g ToU emTOEPUEVOU KAl TOU
APUVONEVOU, IIPOTOU evepyomoln0ouv ol PNXaviopol UImoAoylopou tng {nuiag.
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YuvOnxkn 1: “Eav turnManager.currentTurn = “PT””
e TI'eyovog H ovtotnta atkPattern AdapBaver tnv tipn 1, opidovtag to potibo
eniBeong “Tlaixtng -> Avtimalog’.
YuvOnkn 2: “Eav turnManager.currentTurn = “HT”
e TI'eyovog: H ovtotnta atkPattern AapBdavel tnv tiun 2, opidovtag to potibo
emiBeong “Bonbog -> Avtimalog’.
YuvOnxkn 3: “Eav turnManager.currentTurn = “ET”
e TI'eyovog: Evag alyopiBpog mapaywyrng tuxaiov aptfponv diver pua akepava
T (1 1 2). H ovtotnta atkPattern AapBavel tnyv tiun 2 + [tuxaiog apibpuog],
otoxevovtag eite tov Ilaiktn (tuun 3) eite tov Bonbo (tiun 4).

Mnxaviopog 6: Extédeon Kivnong
Ileprypapn: O unxaviopog autog AapBavovtag To avayveploTiKO Tng EMALYIEvng
KILvVNong, avayvepidel Tov TUImo tng Kal evepyorolel tnyv KatdAAnAn aduoida vmo-
UNXAVIOP®V Yld TOV UIOAOYLOHO TOU AIIOTEAE0PUATOS TNG.
YuvOnkn 1: “Edav n tuurn tou chosenAction exiwvael pe ‘17
e TI'eyovog Evepyomowouvtal Staboxikd ov pnxaviopoti 6.1.a — 6.1.¢
YuvOnxkn 2: “Edav n twurn tou chosenAction {exwvael pe 2”7
e TI'eyovog: Evepyomowouvtal Staboxikd ov pnxaviopoi 6.2.a.-6.2.8
YuvOnxkn 3: “Eav n twur tou chosenAction {exiwvael pe ‘3™
e TI'eyovog Evepyomoleitar o pnxaviopog 6.3.

Mnxaviopog 6.1.a: Ynodoyvopog Tponomowntyy Taxuntacg (spdMod)
Ileprypapn: O pnxaviopodg autdg ouyKpivel Thv TaxXUTHTA TOU eMTIOEIevVou ue autn
TOU AUVOLEVOU Yld Va IIpoodiopioet av 1 emibeon tou Ba £xel mAcovekTnua 1
HEeloVERTNA.
YuvOnkn 1: “Eav (SPD_Emti10uevov — Move.moveDelay) > SPD_Auvvouevov”
e TI'syovog H ovtotnta spdMod AapBaver tnv tipn 1.
YuvOnkn 2: “Eav (SPD_Emti0usvov — Move.moveDelay) = SPD_Auuvvouevov ”
e TI'eyovog H ovtotnta spdMod AapBaver tnv tuun 0.
YuvOnxkn 3: “Eav (SPD_Emti0usvov — Move.moveDelay) < SPD_Auuvvouevov ”
e TI'eyovog: H ovtotnta spdMod AapBaver tnv tipn -1.

Mnxaviopog 6.1.3: Ynodoyiwopog Tponomown ) ASuvapiav/Avioxev
(vulResMod)
Ileprypagn: O cuyKekpLp£vog INXaviopog MOOOTIKOIOLEL TNV AI0TEAEOPNATIKOTTA
TEOV TUOOV {NULAg TNG eMIALYIEVNE KIVNONE £VAVTL TOU 0TOX0U.
YuvOnkn 1: “Eav o apiBpog tov xkowev tunev tou Move.moveDmgType pe tn Aiota
VUL eivar katd 600 peyadutepog amro tov aplfpo tov Kowev Tuney pe v Atota RES”
e TI'eyovog H ovtotnta vulResMod AapBaver tnv tipn 4.
YuvOnkn 2: “Eav o aptBpog tov xkowev tunev tou Move.moveDmgType pe tn Aiota
VUL eivar katd £va peyadutepog arrd tov aplbpo tov Kowaev tuney e tnv Atota RES”
e TI'eyovog H ovtotnta vulResMod AapBaver tnv tipn 2.
YuvOnxkn 3: “Eav o apbpog tov kowev tunev tou Move.moveDmgType e tn Alota
VUL eivau ioog pe tov aplbpo tov Kowev tunev pe tn Atota RES”.
e TI'eyovog H ovtotnta vulResMod AapBaver tnv tipn 1.
YuvOnkn 4: “Eav o apbpog tov kowvev tunev tou Move.moveDmgType e tn Alota
RES eival kata eva peyadutepog amo tov aplfpo tov Kowev tuney pe tn Atota VUL
e TI'eyovog H ovtotnta vulResMod AapBavet tnv tiprn 0.5.
YuvOnxkn 5: “Eav o apiBpog tov xowvev tunev tou Move. moveDmgType pe tn Alota
RES eival kata 600 peyadutepog ard tov aplfpo tov Kowev tunev pe tn Atota VUL
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e TI'eyovog H oviotnta vulResMod AapBavel tnyv tiar 0.25.

Mnxaviopog 6.1.y: KaBopropog Katnyopiag Enifeong (moveCategory)
Ieprypapn: O unxaviopog autog eetaler to xapartnplotiko dmgType.Category
OAQV TV TUIOV {Nuidg tne emAeyuevng emibeong yia va opioet Ty Katnyopia tng.
YuvOnkn 1: “Eav woxver dmgType.Category = “Physical” yia 0Aeg T1g TIEG TOU
xapakrtnewotikou Move.moveDmgType tng eniBeong’
e TI'eyovog: To moveCategory AdapBaver tnv twpn “Physical”
YuvOnkn 2: “Eav woxuer dmgType.Category = “Special” yia 0Aeg T1g TUEG TOU
xapakrtnelotikoy Move.moveDmgType tng emiBeong”
e TI'eyovog: To moveCategory AapBaver tnv tipn “Special”
YuvOnxkn 3: “Edav ouv tumou tou Move.moveDmg Type ¢xouv “Special” xav “Physical”
Teg 0to Xapaktnpotiko dmgType.Category toug”
e TI'eyovog: To moveCategory AapBaver tnv tiur “Both”.

Mnxaviopog 6.1.6: Ymodoyrwopnog Baowkng Auvapng (atkPow)

Ileprypapn: O unxaviopog autog udomolel pia aplOunTikn oXEon, Iou
Swagoporoteitar avdadoya pe tny Katnyopia tng eniBeong. Autrn n aptOuntikn oxeon
ouvoUadel Ta OTATIOTIKA TOV XAPAKTHPOV Kat to Move. movePower yua va umoloyiogt tnv
Baowkr) Suvann tng emibeong.

YuvOnxkn 1: “Eav moveCategory = “Physical™

e TI'eyovog: atkPow = ATK_Emmti0susvov — 0.5* DEF_Auvvopsvov +
Move.movePower. (3.1)
YuvOnxkn 2: “Eav moveCategory = “Special”™”
e TI'eyovog: atkPow = SP.ATK_Emti0usvov — 0.5*SP.DEF_Auuvvouevov +
Move.movePower. (3.2)
YuvOnkn 3: “Eav moveCategory = “Both’™
e TI'eyovog: atkPow = 0.5*( ATK_Emuifuevov — 0.5* DEF_Apuvvouevov) + 0.5%(
SP.ATK_Emmi0suevov — SP.DEF _Apvvouevov) + Move. movePower. (3.3)
Kouwvo I'eyovog: To ted1ko amotédeopa 0TpoyyUAOIIOleEiTal IIpog Ta MAVe.

6.1.e: Ymoloyropnog karw E@appoyn tng TeAvkng Znpiag (moveDmg)
IIeprypae@n: O tedeutaiog pnxaviopog tng aAuoidag mou opidet Tr) CUVOALKY) TU TNg
uuag tng emibeong.
Kouwvo I'eyovog: H tedikn eiomwon mou ouviuddel OAa ta mponyoupeva armotedeopata
etvav: moveDmg = (atkPow*vulResMod + 0.25*(atkPow*spdMod))*0.5. (3.4)
To teA1KO ammotéAeopa 0TpoyyUlomoleital mpog Ta IaAve.
YuvOnxkn 1: “Eav to chosenAction eivay 111, 113, 1 114”
e TI'eyovog: EvagalyopiBpog mapaywyng tuxaiov aptbpmy mapayet eva aptfpod
(11 2). Av o mapayopevog aptbuog eivar 1 tote to moveDmg diumdaovadetar,
aAAwg urmodurAaowadetat.
YuvOnkn 2: “Eav to chosenAction givar 103”
e TI'esyovog: EvagadyopiBpog mapayoyng tuxaiov aptdpev mapayet évav aptfpo
(1121 3). To moveDmg moAAamAaoiadetal pe autd tov aplbpuo.
TeAuko I'eyovog: Le dAeg Tig IIEPUITOOELE, 1] TEALKN T TOU moveDmg agaipeitat
a6 to CHP_Apuvvopevov, Aertoupyvtag 0 “otpayylotg’ Yo ToV IOP0 TOV TOVIOV {RI)E.

Mnxaviopog 6.2.a: EAeyxog Metpntwv (counterWasActive)
Ileprypa@n: Autdg o pnxaviopog eAeyxetl eav pid Kivion OTaTlOTIKOV PITopel va
exteAdeotel, e§eTtadovVTag AV TA OTATIOTIKA IoU emnpeddet eivat 1j0n TPoImomoupueva.
YuvOnxkn 1: “Eav (Move. moveCounter = Counter.Number) KAI (Counter.Count >0)
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e TI'eyovog: H onuaia counterWasActive AapBaver tnv tipn true. H Suadikaoia
teppatidetal €60, KaBwg Ta OTATIOTIKA £lvatl 101 TPOIIomoluevd.
YuvOnxkn 2: “Eav (Move. moveCounter = Counter.Number) KAI (Counter.Count = 0)
e TI'eyovog: H onuaia counterWasActive mapapevel false, emtpenoveag otn
Swadikaoia va ouvexioet.

2

Mnxaviopog 6.2.3: AAAayn XtaTiloTlkeOV
Ileprypagn: Eav o mponyoupevog edeyxog elval emtuxng, 0 pnxXaviopog autog
e@appodel tnv aAAayr) 0Ta OTATIOTIKA TOU 0TOX0U KAl £VEPYOIIOLEL TOV AVTLOTOLX0 LETPNT
oU TNV mapakoAoubet.
YuvOnkn: “Eav counterWasActive = “false’™
e TI'eyovog: Ta xapartnprotird tou otoxou (Move.moveTarget), miou
rpooSropidovtar ard to Move. moveStat, TPOMOIOLOUVTAL KATA TN TLHI] TOU
Move.movePower. Ap¢ong peta, n tuurn tou Counter.Count Tou avtiotoLXou
petpntn avdavetal Katd 1, {eXvavTag tny Tpunv YUPRV IIEPLodo emavapopag.

Mnxaviopog 6.3: Extédeon Kivnong Enmavagopag Iloviev Zeng (moveHP)
Ieprypan: O pnxaviopog mpooBetel movtoug {wing 0to 0tdxXo, Staocpadiovrag Ot Oev
Ba vmapder vriepxeidon.
I'eyovog: 'Evag adyopiBpog mapaywyng tuxaieov apltfpov opidel tTnv apXUuKr) TLUL Thg
ovtotntag moveHP.
I'eyovog: H tuun tng moveHP mipootiBetal oto CHP tou XapaKTipa 0toXou
(moveTarget).
YuvOnkn: “Eav CHP_otoyov > HP_otoyov”
e TI'eyovog: H tiun tou moveHp vmodoyidetal Eava @ote va avTiratomtpidel
1OVo Toug mOVToug {WNg ITOU Ipaypatika avaminpodnkav. O uvmoloylopog
autog yivetal peow tng eélowong: moveHP = HP_otoyov — CHP_otoyov +
moveHP (3.5). AkoAoUBawg, to CHP_otoyov yivetal ioo pe to HP_otoyou.

3.4.4. ®don 3: EmAvon xav Evnuepwon (Kataotaon ‘Aftermath’ — AM)

H tpitn @don tou oxedraopou amoteAeital amo £vay PnNxaviopo mou ekteAel duo
Aevtoupyieg. Apxikda, draxerpidetal Tig pakporrpobeopeg ouveneleg Tng eVEPYELag IT0U POALG
£KTEAL0TNKE KAl 0TI oUveEXeLa adlodoyel av 1 Katdaotaor Tou matXvidiou exel petabAnet
ApPKETA OOTE va amarteital 1 petabaon oe pua ewdikr) katdotaon. H @don evepyomoreitar
otav uidpyxel emBeBaimon ouvexiong amo tov maiktn Kal n ovrotnta State £xel AaBel tnv
T “AM”.

Mnxaviopocg 7: Avaxeipron tng Kataotaone yva tnv OAokAnpwon tng Xevpdg
Ileprypaen: O mapdv pnxaviopog amotedeital amo Tpelg uImo-unxaviopoug. O mpatog
Ao auTtoug eVIIIEPWVEL TOUG evepyoug petpnteg (unyaviopog 7.1), o 6eltepog ermava@epet
Ta aAdaypeva oTaTloTIKA 0Tl APXLKES TOUG TIREG (Hnyaviouog 7.2) Kal o teAeutalog
edeyxel tig ouvOnkeg mou o6nyouv To ouotnua o pua £101Kr) Katdaotaon (unyaviouo 7.3).

Mnxaviopog 7.1: Evnuépwon Evepyov Metpntav
Ieprypa@n: Autog o umo-pnxaviopog eAeyXel T T TOU XUPAKTIPLOTIKOU
Counter.Count OA®V TOV PETPNTOV KAL TNV AULavel av eival peyaAutepn Tou £va Kol
HUKPOTEPI] TOU TEOOEPAL.
YuvOnxkn: “Eav (Counter.Count > 0) KAI (Counter.Count <4)”
e TI'eyovog H tuun tou xapaxktnpiwotikou Counter.Count tou avtiotoixou
petpntn aufavetal Katd £va.
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Mnxaviopnog 7.2: Emava@opd t@v AAAAYUEVEV Y TATLOTLKOV
IIeprypa@n): Autodg o umio-punxaviopog eAeyXel Toug LeTPNTES TOV KVNoe®V aAAayng
OTATLOTIKGOV KAl AV £VTOIILoEL OTL Pl KLVNOT) EKTEAL0TNKE TPV AII0 TPELS YUPOUS,
eIavVa@epel TA OTATIOTIKA IOV eneepyA0oTNKE H10® 0TS APXIKES TIIES TOUG.
YuvOnxkn 1: “Av (turnManager.currentTurn = “PL”) KAI (Counter. Number = 0) KAI
(Counter.Count = 4)”
e TI'syovog H tuun tou xapaxktnpiwotikou Player. DEF pewwvetar katd 3.
YuvOnkn 2: “Av (turnManager.currentTurn = “HT”) KAI (Counter. Number = 1) KAI
(Counter.Count = 4)”
e TI'eyovog H twur tou Xapaxktnpiotikou Player. ATK pewovetal Katd 3.
YuvOnxkn 3: “Av (turnManager.currentTurn = “HT”) KAI (Counter.Number = 2) KAI
(Counter.Count = 4)”
e TI'eyovog H twurn tou xapaktnpiotikou Enemy ATK avfavetal katd 3.
YuvOnxkn 4: “Av (turnManager.currentTurn = “HT”) KAI (Counter. Number = 3) KAI
(Counter.Count = 4)”
e TI'eyovog H Tt tou xapaktnpiotikou Enemy. DEF avfavetal kata 3.
YuvOnxkn 5: “Av (turnManager.currentTurn = “ET”) KAI (Counter. Number = 4) KAI
(Counter.Count = 4) KAI (chosenEnemy =1)”
e TI'syovog H tuun tou xapaktnpiotikoy Enemy.SPD pewmvetal kata 3.
YuvOnkn 6: “Av (turnManager.currentTurn = “ET”) KAI (Counter. Number = 4) KAI
(Counter.Count = 4) KAI (chosenEnemy =2)”
e TI'eyovog H tuun teov Xapaktnpwotikov Enemy. DEF xav Enemy.SP.DEF
pewwvetal Kkata 2”7
YuvOnkn 7: “Av (turnManager.currentTurn = “ET”) KAI (Counter. Number = 4) KAI
(Counter.Count = 4) KAI (chosenEnemy =3)”
e TI'syovog H tuun teov xapaktnprotikov Enemy ATK kav Enemy.SP_ATK
pewvetal Kkatd 27
YuvOnxkn 8: “Av (turnManager.currentTurn = “ET”) KAI (Counter. Number = 4) KAI
(Counter.Count = 4) KAI (chosen Enemy =4)”
e TI'eyovog H twun tov xapaktnprotikwv Enemy.SP_ATK xav Enemy.SPD
pewpvetal Kkatd 27

Mnxaviopog 7.3: EAeyxog Enopevng Kataotaong
Ileprypaen: O umo-pnxaviopodg autog eAéyxel av to ovotnpa Oa petabel otnv
emopev oelpd 1] av Ba mpemet va e10¢pfel og pua £101K1 Katdotaot).
YuvOnxkn 1: “Eav (CHP_OAwv > 0) H (Player.CHP > 0 KAI Enemy.CHP>0 KAI
Losses = “HL”)”
e TI'eyovog: H ovtotnta State AapBavel tnyv tiun “NS” kat o kevtpikog Bpoxog
IIPOETOLIAETAL V1A TNV EIOUEVE OELPA.
YuvOnxkn 2: “Eav Player. CHP < 1”
e TI'eyovog Ouvovtotnteg State kav Losses AapBavouv tig tipeg “ST” xkav “PL”
avtiototxd.
YuvOnxkn 3: “Eav (Helper.CHP < 1) KAI (Losses = “NL”)”
e TI'eyovog: Ovovtotnteg State kav Losses AapBavouv tig tipeg “ST” xav “HL”
avtiototxd.
YuvOnkn 4: “Eav Enemy.CHP< 1”7
e TI'eyovog: Ovovtotnteg State kav Losses AapBavouv tig tipeg “ST” xav “EL”
avtiotoixa.
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3.4.5. ®aon 4: Avaxeipron Eiwbikeov Kataotdaoewv (Kataotaon ‘Special State’ — ST)

Aurtn) eival i tedkn @aon tou Bpoxou, n omoia evepyoroleital amd pia 16060
emBeBaimong Tou maiktn KAt povo av avixveutel pua ouvOnkn teppatiopou 1) pa
ONUAVTUKY aAAay1) 0TnV KATAOTAOI THE LAXNG.

Mnxaviopog 8: Avaxeipron Anotedeopatog
Ileprypagn: O pnxaviopog autog eppnvevUel Ty TUUL) Tng ovTotntag losses Kat
eKktedel £va yeyovog mou eite teppatidet tn paxn eite tnv ouvexidel umo veeg ouvOnkeg.
YuvOnxkn 1: “Eav losses = “PL™

e TI'eyovog: H ovtomra dialogueBox AapBavel €va prjvupa mou evnIepOveL TOV

maiken yua Ty 1eoa tou. H kevepikn Stadikaoia tou mavxvidiou teppatidetat.
YuvOnxkn 2: “Eav losses = “EL™.

e TI'eyovog: H ovtomrta dialogueBoxAapBavel £éva prjvupa mouv eVNUePOVEL TOV
rmaixtn yua tTn vikn tou. To marxvidl petaBaiver otnv 006vn emAoyng
avturddou kavtnv “@aon 0: Emloyn Aviimalov kar Apyikomoinon Mayng” yua
TNV emopevn paxn.

YuvOnkn 3: “Eav losses = “HL”™.

e TI'eyovog: H ovtomrta dialogueBoxAapBavel £éva prjvupa mouv eVNUePOVEL TOV
rmaixtn 0tL o BonBog ¢xel nttnbel kav amoxwpet amod tn paxn. H ovtotnta State
maipvel Ty tupn “NS”, emrtpémovtag 0to matXviol va ouvexiotel e toug
evamopeivavteg XapakTnpeg.

3.4.6. Mnxaviopog 9: Evnuepwon tou Koopou tou ITavxvidiou kal tng Avemagng

Ytnv oxediaon umapxet £vag pnxaviopog mou 6ev Aevtoupyel povo oe pia gaor), aAlda
oto tedog kabe @aong. H Aevtoupyia tou eival n evnueEpmon Tou IIALKTH OXETIKA PE TNV
KlVNo1) TI0U eKTEAETTAL 0TV TPEXOV 0e1PA, KAO®OE KAl TOV AIIOTEAEOPNATROV TG,

YuvOnxkn 1: “Eav n xivnon mou extedeotnke nrav tumov “EniBeong” H “Emavagopag
[Tovtwv Zeong™.

e TI'eyovog: Evnuepovovran ovtipeg tov playerBox. CHP xau helperBox. CHP ywa
Va avTiRATOITPLdoUV T VEES TIHES TOV AVTIOTOLXOV XUPUKTOLOTIKWV.

YuvOnxkn 2: “Eav State = “MD”™

e TI'eyovog H tuun tou dialogueBox petatpemnetal o eva KEPEVo mou
ovpmneprdapBavet ta xapaktnowotika Name_ EmtiOsusvov, Name_Apuvvopsvou,
Move.moveDialogue kalr Move.moveName o»ote va IIEPLypa@el 0TOV IMALKTN 1)
evepyela Imou PoAlg ektedéotnke. EmumAgov n) tiur) tng ovrotntag State aAdader
oe “AM.

YuvOnxkn 3: “Eav (State = “AM”) KAI (counterWasActive = “true”)”.

e TI'eyovog: Xuvtifetal £va prjvupa mmou evnpep®vel Tov IMAalKTn yud Tnv
arrotuxia ektédeong tng Kivnong kKat n oveotnta State AapBaver tnv tipn “NS”
yua va emavadnedet n ogpad.

YuvOnxkn 4: “Eav (State = “AM”) KAI (counterWasActive = “false”)”.

e TI'eyovog: Avdldoya pie tov Tumo tng Kivnong, ouvtifetal 1o KatdAAnlo pnvupa
mou meprypa@etl to amotedeopa: anmdewa HP (kavovtag xprjon tng tiur tou
moveDmg), tnv aAlayr) otatiotiKeOV (XPpNOoL10IIounvVTag TIS TIHES TOV
Move.moveStat xar move. movePower) 1 tnv avamAnpwoon HP (xkavovtag xprion
T T tou moveHP).

Ytnv etkova 3.4. mapouotadovtal ol ox£oelg netadl TOV PNXAVIOR®V Kol TOV
OVTOTITOV TOU GUOTILATOC.
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3.5. Metatpornr tov Mnxaviopeov oe Kodika

H mapouoa evotnta eotudadel otnv KOOIKOIIOWNO0T TOV UNXAVIOU®OV IIoU avaluOnkav
mponyoupevag. H vdomoinon npaypatomnounOnke oto mepBdddov tng unxavig “Godot”, pe
Xpnon tng yYAwooag rmpoypappatiopou C#. O kwoikag rmou mapatibetal 0Tig emopeveg UIo-
evOTNTEG AMOTEAEL 1A AITAOIIOUIEVT) €KO0XI] TOU IIPAYHIATIKOU KOOUKA, AITOOKOIIMVTAS 0TI
KAAUTEPN AVAYVEOOLPLOTTA KAl KATAVONO0T) TNE UAOIIOLNoNG.

3.5.1. Kevtpira Aopika Xtoixela
Apxika, mpemel va vlomownBouv ol ovtotnteg Character xar Move, kxaBng amoteAouy
ta BepeAdiodn Sopukd otorxeia mave ota omoia Sopeital To cUoTHUA PAXNE TOU

IPKTOTUIIOU.
[Ma tnv avamapaotaon tng ovtotnrag Character, vdomoleital pua KAdon (class) peow

g omotag otnv ouvexela Oa etval Suvati) i Snpoupyia AVTIKEIPEVOV Yid TOUC
XOPAKTHPES TOU IALXV1OLoU.

J/H kAdon kAnpovopei ané tnv kAdon Node tng Godot, wote va pnopel va
//mpooteBel ove Scene Tree, va €yl Buyarpikols képPouvg kal va arinienibpa

J/pe to uméhowmo moyvid

public partial class character : Node

//Opropog v whwrikiv medbiwv tng kAdong.
private string _name;
private int _hp;

f/oplopdc Kal Twv UNOACLIWY XOPOKTNPLOT LKDV
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J/Opropdg twv dnpoowy vérothitwv tng kAdong. Kabs ibrotnta ypnoipomnorei
évav getter yia va emotpéder tnv T tov avriotoryou idwwrikod nediov kai

gvav setter yia va tnv svnuEpuveL.
public string Name {
get {return _name;} //0 getter

set {_name = value;}}

[ Evag karaoksvaothig{constructor) mov kaldeitar drav dnurouvpyeitarl €va véo
[laveikeipeve tng khdone kal apyikonoilel to avrikeipevo.

public character (string name, int hp, .. ){
Name = name;

HP = hp;

Kwdikag 3.1: Khdon kan Karacksuaomc yia v ovromrag Character.

IMa v amoBnxevon kau Svaxeipron tewv Sedopévev mou agopouv tnv ovtotnta Move,
uvloBeteitar n Goun JSON (JavaScript Object Notation). O1 Xuvnoeig Tou maLxviolou
avamaptotavtal amo §uo mivakeg JSON (JSON Arrays), £vag yia tig embeoeig Kat o
Seutepog yia Tig Kvioelg aAAay1g OTATIOTIK®V KAl eIava@opdg moviev {eng. Kabe
Imvakag rmeplexel, wg otorxeia Sraxeplopeva pe koppata, avoikeipeva JSON (JSON
Objects) mou avamraplotouv Ta XAPaKTNPLOTIKA prag Kivnong. Ta povadika
XAPAKTNPLOTIKA KaOe Kivnong meptypd@ovtal amd ¢va {(euyog ovopatog/ TLung
(name/value pair) 19

{
[ “moveNumber”: 201,
{ “Name”: “Shield”,
“moveNumber”: 101, “moveStat”: “DEF”,
“Name”: “Sword Slash”, “moveTarget”: “Player”,
“movePower™: [TBA], “movePower”: 3,
“moveDelay”: [TBA], “moveCounter”: @,
“moveType:” 7, “dialoguel”: “RAISES THEIR SHIELD”,
“dialoguel™: “SLASHES”, “dialogue2”: “’S DEF RAISES BY 3",
“dialogue2”: “WITH THEIR SWORD!* “dialogue3”: “YOUR SHIELD IS ALREADY UP!™”
1, N
1 1
Kuwikag 4.2(a): Napaderypa Tng doprig Tou JSSON apyeiou Kuw&ikag 4.2(R): Napaderypa g Boprig Tou JSON apyeiou yia Tig
KIVIIOEIC aAACYTiG OTATIOTIKWY Kol ETTavVa@opds TIEvTwY {wric

yiat TIG KIVIOEIG CnuIdg.

3.5.2. 086veg EmAoyng Avtimadou kar Maxng
Ov 00806veg emdoyrg avTuIdAou Kal pdxng amotedouy ta KeVTplka meptBdAdovta
aAAnAemidpaong Tou ImAaikeTn e To IavXviol.
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Eikéva 3.5: 086vn EmAoyric AviimrdAou

H 6ev6pikn Sour) tng 006vng (oknvig) emAoyng avTurdAou amoteAeital amnd Tpelg
KouBoug:

o O xopBog-pida (enemy_selection), otov omoio eival ouvdedepevo £va apxeio Kwdika

ypappévo oe C#. O xwdikag autog Swaxeipidetal tig e10060ug Ttou maiktn (user input)

Kol UAorrolel Tnv AOYUuKr] Tng emAoyng.

e 'Evag ronBog tumou TextureRect pe 6vopa background. O pdodog tou eival va

arelkovidel To mapaoknvio tng 00ovng, n omoila meprtdapBaver toug Srabeorpoug

avtimaAoug Tou matxvidou.

e 'Evag6eutepog xopBog tumou TextureRect pe 6vopa enemy_selector. Aevtoupyel ©g

0elKT1g, TOV OIIOL0 PETAKIVEL O IIALKTNE Yia va emAédel tov avtimalo mou BgAel va

AVTIIETOIILoLL.

public partial class enemy_selection: Node |

[fAWhmaon tov mediov Tow Bu anobnkedoel v avapopd otov Koo
/fenemy selector.

public TextureRect enemy_selector;

[fOprapoe medinv Tomov Vector2 mov avTigtoryolv oTIS TpoKkaBoplopéves
lovvietaypéveg TOV TECOAPOV ovTITAAOV oTIv 080w

public Vector2 upLeft = new Vector2 (18,4);

//MEBodog mov kalsital autopata and ) Godot i opd, 6tav o kopfoc eival
£TOLOC,

public override void _Ready() {
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/fAvédkmon mg avagopds atov kopPo enemy_selector and ) Gevopur dopn g
/foxnvige.

enemy_selector = GetNode<TextureRect> (“background/enemy_selector™);
/[Apyikomoinon g Tonobeaiog Tov oy Tave-apioTept) Béon.

enemy_selector.Position = upLeft;

//MEBodog mov kadsitol autopata and ) Godot Yo kKGBE yeyovog e1gddon
//(InputEvent).

public override void _Input (InputEvent (@event){

/fZvvBiKn mov 1KavoToLEITaL 0TV O TUIKTNG TATIOEL TO UPLGTEPO TANKTIPO GTO
//mhnktpoldyio Tov.

if (@event.IsActionPressed(“ui_left™)){

/fZvvBikn mov ovomolsital av o kOpPog enemy selector Bpiokstar onv
/ftomobecia “ndve kot 6e&1d”

if(enemy_selector.Position == upRight){

//H ronobeoia Tov kKépuPov odralsl OTIC CUVTAPOYUEVES TOV OVOTAPIGTODY TNV
/fromobesio “ndve Kal oproTtepd”

enemy_selector.Position = upLeft;
telse if (enemy_selector.Position == downRight) {

enemy_selector.Position = downLeft;

}

//ZovBnKn mov kavonoleiTal av o TaikTNg TATNOEL To TAKTpo “enter” oTo
/imAnKkTpoloyio Tov.

if (@event IsActionPressed(“ui_accept™)){

/MpécPaocn octo GameManager, évag “koBolucdg Gogeprot|¢” mov amobnkedel
/imhnpogopiec o1 omoigg &V YEVOVTUL KOTA TV eAlayT) GKNVIC.

var gm = GameManager.Instance;
if (enemy_selector.Position = upLeft){

»

/IAnoBijkevon Tov debolEvav Tov avTitdiov mov Ppioketal “rdve kol apiotepd’
/latnv 086vn otov GameManager, HoTE v QopTmBoUY GTNV EMOHEVH GKNVT.

gm.Monster =1:
gm.enemyName = “LOGMON’

telseif ...
/e g pebdéov Yo T petdPaon oy enopsvn oknvi (086vn wame).

GoToNextScene():

Kwdikag 3.3: Miayeipion g O8évng
EmAoyric Avtmahou



To apxeio Kwdka mou eivar ouvlebepevo pe tov kopuBo enemy_selection ulomolel tnv
KUpla Aettoupyia Tou pnxaviopou 1: “Avapop@mon Maxng”. Zuykekpipeva,
Sraxerpidetal tnv emAoyn avTuIdAou ammd Tov IAaikKTy Kal amofnkevel ta avtiotolxa
XAPAKTNPLOTIKA Y1a TNV apXLKOIIoinon tng ovrotntag Knemy.

dialogueBox

Background

Eikévag 3.6(a): 086vn Maxng

H Sev6pukn Sopr tng 000vng (oxnviie) paxng amaptidetar amd toug e&ng xopboug:
. Tov xopBo-pila (root), otov omoio eival ouvoedepevo £va apxelo KadKa
ypappevo oe C#. H xupra Aevtoupyia tou eival 1 Suaxeiplon tou peyadutepou
HEpoug TS AOYLKIE TOU ITALXV1OL0U.
. Evav xopBo (background) timou TextureRect, o omolog avarraplotd to
IIAPAOKIV10 TNE HAXNG. LTO OUYKEKPLIEVO ITALXViOL, TO IIAPACKI|VIO AIelKOVideL Th
XAwpida tou payikou 6acoug, 610U TagldeUouv 01 XapaKTIPES.

. Evav xopBo (ui) tumou TextureRect, o 01moiog Xp1notpomoleital yia TV
avamnapdotaon Tov ovrotntev dialogueBox, playerBox xau helperBox.
. E& xouBoug (sword_slash, shield, hydro_pump, arrows, fire_pierce,

electric_hammer) tumou Label, tov omoiwv n Baoikn Aettoupyia eivarl va
ameikovidouv tig £§1 61abeotpeg evepyeleg ToU mmaiktn otny 00ov).

. T¢ooeprg xOpBoug Tumou Label mou adlomolouvtal yia TV amelkovior TV
aplOunTIkOV Xapaktnplotikov playerBox.CHP (player_hpl, player_hp2) xau
helperBox.CHP (helper_hpl, helper_hp2), kaBwg xatl Vo emmAeov kOpBoug Tou
161ou TUImoU Yy ta Xaparktnplotikd playerBox. Name (player_name) xai
helperBox.Name (helper_name).

. Evav xopBo (monster) tumou Sprite2D yia tnv avarapdotaon tou
£MIALYIEVOU AVTLIAAOU.
. Evav xopBo (dialogue) tumou Label, o omolog eival uneubuvog yia tnv

£UEAV10T) TOU KELPEVOU mou mpoBaAdel n ovtotnta dialogueBox.
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hydro_pump

l

I "
—— SWORD SLASH HYDRO PUMP FIRE PIERCE p—

shield = SHIELD ARROWS ELECTRIC HAMMER electric_hammer

Eikovag 3.6(B): O86vn Mayng

H Swabikaoia apxikomoinon tng 000vng pdaxng vdomotleital 0to apXeio KOSLKA Tou
kOopBou “root”. Evtog tng pebodou Ready(), n omoia xadeital autopata Otav o KopBog eivatl
£TOL0g, TIPAYIATOIOLELTAL 1) AVAKTNON TOV AVAQOP®Y Y1id TO OUVOAO TOV KOuBV Tng
lepapXiag tng oknvg, ®ote va eival duvartn 1 ereéepyaoia toug. Lt ouvexewd, n pebodog
LoadFighter() avalapBavel tnv apXlKOIIOlNon TOV OTATIOTIKGOV TV XAPAKTIPWY, EVR )

hpUi() avadapBavel tnv Swaxeipion tov petaBolev tov Xapaktnplotikeav playerBox. CHP
Krau helperBox.CHP.

public partial Root : Node |
public Label dialogue:
public Label sword_slash;
public character player;
public Texture2D Spritel;

public override void Ready(){

dialogue = GetNode<Label> (“background/ui/dialogue™):

I[Apyucomoinon tov dialogueBox pe 1o lcay@yikd pivopa e pdyms.

dialogue.Text=“THE BATTLE BEGINS. PRESS ENTER!");
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[@épTomon Ghov ToOV YPOPIKOY TOV EVIUTEADY.

Spritel = GD.Load<Texture2D>(“Absolute Path™);

LoadFighters():

hpUi (player.CHP, helper.CHP);

Kwdikag 3.4: Kwbikag ApyikoTroinang Tng oknvig paxne

public void LoadFighters() {

/Mpécfacn otov Kevipiko diayepiot) (GameManager) yio TV avaKTon 1oV
/lcaBolikdv petafintodv e payme.

var gm = GameManager.Instance;
monsterld = gm.Monster;

/IAnovpyia Tpdv avTikelpévey Tomov character Yo TOVS TPELS JUPUKTIPES KAl
/lapyikonoinon TV JUpUKT PISTIKOV TOVC.

enemy = new character (gm.enemyName, gm.monsterHp, ...);
player = new character (..., ...);
helper = new character (..., ...):

/IAvtiotoiyion Tev Katdlnhov ypagikdv otov kopPo ‘monster’ faocn tov Tov
/lavayvepioTikod ToL ETAEYHEVOD AVTITGAOD.

if (monsterIld == 1){
monster. Texture = Spritel;

telse if ...

Kwdikag 3.5: MéBodog LoadFighters()

public void hpUi(){
//Av 1 Ty Tov player.CHP sivau peyodvtepn tov 0, Ta 600 ymoia ¢ HETATPEROVTOL
//oe strings kot amobnkevovtat oTovg képPoug player hpl kot player_hp2. Av givar 0
/M pkpotepn 16T auTépaTa ot KopBot maipvovy Ty 0.
if(player.CHP > 0) {
player_hpl.Text = (player.CHP/10).ToString():
player_hp2.Text = (player.CHP%10).ToString();
telse
player_hpl.Text= 0",

player_hp2.Text = “0";
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/Mapdépoin rudikaoic kot Yo To yopakmmpiotikod helper CHP.

if (helper.CHP =0) {...
Kwdikag 3.6: MéBobog hpli()

3.5.3. Kuprog Mnxaviopog

IMa v vdomoinon tng KUplag Aoyikng mou Sraxeipidetat tn por Thg Paxns,
XPNOLPOIIO0UVTAL TPla enumerations IoU avVaIIaplotouy tig ovtotnteg State,
turnManager xav Losses.

public enum State { public enum Turn {
NS=0, //No State PT=0, //Player Turn
MD=1, //Move Declaration HT=1, //Helper Turn
AM=2, //Aftermath ET=2 //Enemy Turn
ST=4 //Special State h

[{Apyikomoinon Tev yupaktpiotikdy tumManager.current Turn,
//turnManager.previousTurn kat T@v ovroTitev State kot Losses.

public Turn currentTurn = Turn.ET;
public enum Losses |

public Turn previousTurn = Turn.HT;

NL=0, //No Losses

public State state = State.NS:
PL=1, //Player Lost

public Losses losses = Losses.NL;
EL=2, //Enemy Lost
HL=4 //Helper Lost

Kwdikag 3.7: Kwdikomoinon kol apyikomoinan
State, Losses kai turnManager

H evadlayn petadl tov 18000p0V S10KPLTOV QACE®V piag 0e1pdg UAomoleital pe pia
Sourn eAeyxou if-else-if evtog tng pebodou _Input tou apxeiov koGuka root. H Sopr avtn
Agvtoupyel ®¢ pia PnxXavI) KATaoTaoe®V, OII0U 1] TPEXoUod T tng ovtotntag State
KaBopidel mowo Tunpa tng Aoykrg Oa ektedeotel.

public override void _Input (InputEvent @event){

if (@event.IsActionPressed(“ui_accept™)){

if (state == State.NS)|{

telse if (state == State.MD){
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telse if (state == State. AM) {

velse if (state == State.ST){

Kwdikag 3.8: Aopr) EAéyyou Trou evaihdos Tig
PACEIG HIOS TEIPGE.

Katd tn @don tng mpoetotpaciag Kat emAoyng evepyeag (state = State. NS), apxikda
IPAYHATOIOLELTAL 1) EVNIIEP®ON TULOV TOV XAPAKTNPWOTIKWY playerBox. CHP xau
helperBox.CHP p¢ow tng pebodou ApUi(). Xtn ouvexewa, n nébodog turn Handler()
avalapBaver tov kaBopiop6 tou evepyou xapaxrthpa (unyaviopuog 4) Kal tnv emAoyr) tng
Kivnong tou (unyaviouog 5). Tedog, yivetar evnuepmon tng ovrotntag State oe MD.

if (state == State.NS){
hpUi(player.CHP, helper.CHP);
TurnHandler();

state = State. MD;

Kwdikag 3.9: ©aon mposToiyaoiag ka AOYTC
evipyEIag.

Public void TurnHandler() {
previousTurn = currentTurn;
if (currentTurn == Turn.PT && losses == Losses.NL){
currentTurn = Turn. HT;
dialogue.Text = $”IT’S {helper.Name}’S TURN!™;

//E6®, 1 Aoyiky) TG TEXVN TS vonoouvig kabopilet v evépyesia Tov Bonbovd kot
/lavoBéter v T o petaPfAnti chosenAction.

telse if (currentTurn == Turn.HT && losses == Losses.NL || currentTurn ==
Turn.PT && losses == Losses.HL){

currentTurn = Turn.ET:

dialogue.Text = $”IT’S {enemy.Name}'S TURN!";
//E6G, N emhoyn TG evEpyerag Tov xO0pov kabopiletar amd Evav ahyopdpo
/Imapoymyng Toyaiov apBudy, o omoiog avabitel v T ™S petafAntic
//chosenAction.

telse if (currentTurn == Turn.ET){

currentTurn = Turn.PT;
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/Mo v oelpd Tov naiky, o kopPog dialogue yiveto adpatog kon ot kKOUPor TV
/lowaBEcimv evepyeldv yivovtot opatoi. To cOGTNHE OVOUEVEL TV ETLLOYH TOV
/fgpfiotn (emPBefardvetar pe to mhijktpo “enter”), 1) omoia Bu amobnkevosr 10
/lavayvopiotikd mg avrictoymg kiviong ot petefint chosenAction.

dialogue.Visible = false;

sword_slash.Visible = true;

Kwdikag 3.10: MéBodog TumHandler()

Kata tn @don tng ektedeong Kar urmodoyiopou tng evepyelag (State. MD), apXika
paypatomoleital €AeyXog yud TOV IPOooolopLloo TOU evepyoU XAPAKTHPA, WOTE Va
kaBoplotel n ovrotnta atkPattern (unyaviouog 5). AxkodouBng, Snuioupyeital eva
oTyp1oTuImo tng KAdong move (Ba avaduBel oty emopevi vmo-evotnta). To otiypiotumo
autod apxukomoteital pe dedopeva armo tig ovotteg chosenAction, Player, Helper, Enemy,
atkPattern xav Counters. Xty ouvexela, Kadettal ) pebodog executeAction() tou
QPXUKOIIOLNIEVOU OTLYLOTUIIOU 1) omoia UItoAoyidel Kal e@appodel Ta amoTeAEopatd Tng
Klvnong otnv Kataotaon) Tou matxviowou (unyaviouog 6).

2t ouvexewa, edéyxetal i onpaia counterWasActive, yia tnv meplrt®orn mmouv n
emAeypevn Kivnon ennpeaoe 0TaTlOTIKA Ta omola 1jtav 1on tpomomownueva. Tedog, o
£Aeyxog autog kabBopidel eav 1 Srabikaoia Oa emotpewetl otnv apXikn @don (State.NS) 1
eav Ba mpoxwpnoel otnv emopevn (State. AM) (unyaviouog 9).

else if (state == State.MD){
if (currentTurn == Turn.PT){

movelnstance = new move(chosenAction, player, helper, enemy, 1,
Counter);

movelnstance.executeAction();
sword_slash.Visible = false;

dialogue.Visible

}else if (currentTurn = Turn.HT){

+A 18 walllerTal ot vo xedda

chosdnAction = moveChooser(player, helper, enemy, Counter, monderld);

movelnstance = new move(chosenAction, player, helper, enemy, 2,
Counter);

movelnstance.executeAction();

Yelse{..}
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if (movelnstance.counterWasActive == false){
) nRaiKTn EVNUEPWVETAL yla tnv Kivnon nou HOALC EKTEALOTNKE.
dialogue.Text = movelnstance.amDialogue;

state = State.AM;

telse{
/0 naixktng svnuepwvetral yra tnv anotuyxia extéAeong tng xivnong xair tnv enavadAngn tng o£rpdg.
dialogue.Text = movelnstance.mdDialogue;
state = State.NS;
currentTurn = previousTurn;
}

Kwdikag 3.11: daon YmoAoyiopou kai EkTéAeong Evépyeiag

Ytn @don tng emduong Kat evnuépwong (State. AM), n nebodog counterHandler()
evnueP®VEL OAOUE TOUG £VEPYOUS PETPNTEG TOU IALXVIOL0U KAl eKTEAEL TOUG ATIapaitnToug
£A£yXO0Ug Y10 TOV €VTOIILONO eKIIANP®ONE KArmolwag ouvOnKng rmou pmopel va odnynoetl to
mavxviol oe e101kn Kataotaon(unyaviouog 7). Tautdxpova, evnpePOVEL TOV IIALKTY PEOW®
tou KopBou dialogue yia ta amotedéopata tng Kivnong mou poAlg eKteAEoTnKe.

else if (state == State. AM) {

counterHandler();

dialogue.Text = movelnstance.amDialogue;

Kwdikag 3.12: ®don Emituvong kar Evnpépwong

//ARA®ON KOt 0Py IKOTOiNoN EVOS TIVOKE TOV GVATAPIGTH TOVS 5 HETPNTES TOV
/Imayvior00.

public int [] counter = {0, 0, 0, 0, 0}

public void counterHandler() {
//AvEnon Tov peTpnmi Kotd 1 av n T Tov eivar 6To svpog [1-3] ko exundévion tov
/lav givar ion pe 4, kaBos kat petofoin Tov 6TOTIGTIKOD TTOL HETABANOnKE and TV
//kivion mov mopokohovBel TNV opyIKI] TNS TYL.
if (currentTurn == Turn.PT){
if (counter[0] > 0 && counter[0] < 4){
counter[0] = counter{0] + 1;

else if (counter[0] ==4){

counter[0] = 0;
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player.DEF = player.DEF -3

v
)

telse if (currentTurn == Turn.HT) ...

/TEXeyyos eknhpeong g cuvBikng mov coveyilet my Swwdikacic 6T eTdpevn
//og1pd Kot TV GLVONK®OV TTOL TNV 00N YEL GE [ 101K KOTAGTOON).

If (player.CHP > 0 && helper.CHP >0 && enemy.CHP > 0 || player.CHP >0
&& enemy . CHP && losses == Losses.HL){

state = State.NS:
else if (player.CHP < 1){

state = State.ST;

losses = Losses.PL

else if...

Kwdikag 3.13: MéBodog counterHandler()

TeAog, otnv @daon Sraxeiplong e161KOV KataotdoenV, to ouotnua efetadel tn
OUYKeKpU1EVT) ouvOnNKn otnv omoila £xet e1o¢ABet to mavxvidr. Avaloya pe tn ouvOnkn
auty), elte yivetal teppatlopdg tTng pdxng, eite mpaypatomoleital ormoadnmote dAAn
AIIaPAtTnTI) TPOIOIIOLN o).

if (losses == Losses.PL){

dialogue.Text = $"AFTER A HEROIC BATTLE |{player.Name} LOST.
BETTER LUCK NEXT TIME™;

/Evtolt) mov kheivel To mouyvio.
GetTree().Quit();
telse if (losses == Losses.HL){

Dialogue. Text = $” {helper. Name} TRIED THEIR BEST BUT THE BATTLE
WAS TOO FIERCE FOR THEM™;

state = State.NS;
telse if (losses = Losses.EL){

dialogue.Text = $"YOUR PERSEVERANCE PAID OFF. YOU WIN!™;
/IMEBobog mov odnyel To choT A GtV 006w eTUloYYc avTutdlov.

GoToEnemySelection();

Kwdikag 3.14: ©aon Maysipiong Ebicwv Karaordaoswy
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3.5.4. Mnxaviopoi Extedeong Kivnosov

H extéAeon tov Kivnoewv ulomoleital peow puag KAdong pie to ovopa move. Kabe popa
II0U £Vag XOPAKTHPAg eKTEALl pia evepyeld, SnUILoupyeital €va OTLyIlOTUIIO aUTIE TG
KAA0ONg, TO 01010 £ival urreubuvo yia Ty £Qapioyr) T@V avVTioToLXKOV AII0TEAEOPATOV 0TV
KQTA0TAO0T TOU IMatXviolou.

H Swabikaoia autr {exivdetl amo Tov KATaoKeuaoTr) Tng KAAoNG, 0 0Iolog apXLKOIIoLEL
T1g 1010TNTEG TOU AVTIKELPEVOU Pe T1g TIPEG ITou AapBavel og mapapetpoug armd tn
KeVTPLKI] KAAOI) root. XTIV oUVEXeld, 0 KOOLKAE 0TV KEVTPLKL AOYLKI] TOU HALXV1OL0U
kadel tnv pebobo executeAction(), mou eival vmeubuvn yua tnyv ektedeon tng Kivnong. H
neBobog autn apXikd mpoodropidel Tov TuIo Tng emmibeong Kal XpnovpomnouwmvTag Ty
ovtotnta atkPattern mmou £xeu 116n oplotei, kabopidel toug poAoug Tou emitiBeevou Kat
tou apuvopevou. Tédog, avaloya pe tov tumo tng Kivnong kaAeital n pebodog Load Move()
Y1 va @opteoet ta dedopéva tng Kat 1 KatdAAnAn pebodog ummoAoyiopou
(attackCalculations(), hpCalculations() 1 statCalculations()) yia tnv e@appoyr) thg

AOY1K1g T1g.
public partial class move: Node{

//0nAwon twv 1dwrtikwv nediwv tng KAAong.

private int _chosenAction

//8AAwon twv Snuoociwv 1drotATwWY TNG KAAONG.
public int moveNumber{
get { return _chosenAction; }

set { _chosenAction = value; }

//BnAwon mediwv yla TNV nMpoowplvr anobriKeuon TWV XAPAKTNPloTIKWV TNG TpExouoag Kivnong.

private int movePower,..

//O8nuioupyia otiypiotunou Ttng kKAdong Random yia tnv mapaywyr tuxaiwv apiBuwv.

private Random rng = new Random();
//Kataokguaotng Tng KAAonG mou apXilkomolel &va véo avtikeipevo "move" pe TG Mapap€rpoug mou
Séxetal kata tn Snuioupyia tou amd tnv kAdon "root”.

public move(int chosen_action, ..){

moveNumber = chosen_action;
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//MEéBobog mou exkteAel tnVv Kevrpikn Aoylkn TnG KA4aong.
public void executeAction(){
int moveType = moveNumber/100;
//0p1opog tou emMIT1BEHEVOU KAl TOU QpUVOMEVOU antd to potifo emnibeong.

switch(attackPattern){

case 1:
Attacker = Helper;
Defender = Enemy;
break;

case 2: ..

}

//Evtomiopog tou TUMou TG Kivnong Katl kAnon twv avtictolywv ueBodwv yia ¢poptwon Sedopévwv kat
//UnoAoy1opd QIOTEAECHATWY.
if (moveType == 1){
LoadMove(1, "File Path yia to JSON apxeio pe tTig emiBéocerg”);
attackCalculations();

}else{

LoadMove(2, "File Path yia to JSON apxeio pe T1G K1vrioeilg

otatiotikwv/novewy Jwhg");
if (movePower == 0){

hpCalculations();

}else{

statCalculations();

Kwdikag 3.15: KaraokeuaoTrig kar pédodog executeAction() Tng
KAGong move

H p£6obog Load Move() avaxtd ta dedopeva tng Kivnong amod To avTiotolXo apxeio
JSON kot ta avaBetel oe media tou oTLypLOTUIIOU.

public void LoadMove(int moveType, string fileName){

string jsonString = "";
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/ /Npaypatonoleital npoofaocn oto apyeio nmou opiletal anmd tn petapPAntr 'fileName' oe kataoctaon
//avayvwong (read-only). H yprion tng evroAng using SiacdaAilel to kAeioilpo Tou apyeiou peta
//tnv avayvwon. To mepiexopevo tou amobnkeletal wg pia cupPolooeipa otn petaPAnti
//"jsonString".
using(var file = FileAccess.Open(fileName, FileAccess.ModeFlags.Read)){
jsonString = file.GetAsText();
}
//H oupPolooerpa jsonString anoBnkeletal wg pia Sopny Sedopévwv timou JsonNode pe ovopa root.
JsonNode root = JsonNode.Parse(jsonString);
//Tivetal éleyyog av to mepileyopevo tng petafAnthg root eivar JSON mivaxag.
if(root is JsconArray movesArray){
//Evag Ppoxog mou kavel mpoomélaor OAa Ta otolyeia Tou mivaka. Ie kabe emavaAnyn amobnkevel Tto
TPEYOV OTOYELO Mpoowpiva tnv HeTaPAntrh moveObject.
foreach(var moveObject in movesArray){
//Evtog tou Ppoyou, yla kabe otoiyeio, emifefawwverar otl givar avtikeipevo JSON kal to
avrikeipevo avariBetalr otn petafAntr 'currentMove’.
if(moveObject is JsonObject currentMove){
//H kevtpikr ouvlrkn avalAtnong. Mvovtal 2 eAéyxel: (1) O mputog mpoomafei va Ppel Tnv
//161otnrag "Number". Av Sev undpxei, emiotpéder false. (2) Av n 165idétnta Ppebei, n tipn //tneg
OUYKPlVETAl HE TO avayvwploTtikd Tng Kivnong mou avalnToupe.
if(currentMove.TryGetPropertyValue("Number”, out JsonNode
numberNode) && numberNode.GetValue<int>() == moveNumber){
//Avahoya Tov TUmo Tng Kivnong doptuwvovral ta katdalinAa Sedopéva ota media Tou OTLyHLOTUMOU.
if(moveType == 1){
moveName =
moveQbject[ “"Name"]?.GetValue<string>() ?? "";
movePower =

moveObject[ "Power"]?.GetValue<int>() ?? ©;

}else{..}
111}

Kwdikag 3.16: Mébodog LoadMove()

H pé6obog attackCalculations() eivar urteuBuvn yia tov UmoAoylopo tng TEALKNG

uuag. Apxukd, kadet aAAeg peBoboug yia va urmoAoyioel Toug Tpomomouteg tng emmibeong
KOl 0T OUVEXELX TNV ApX KT OUVOALKT) {npuid. AKoAouBmg, eAEYyXEL TO AVAYVOPLOTIKO TG
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Klvnong yua va e@appooel el01Keg TPOIOIOooeLg OIToU amatteital, Snpoupyetl ta Keipeva
mou Ba evnuEPOOOUV TOV MATKTI) Y1d TNV KLvN0n KAl To armotéAeopa tng Kat TeAog, apalpel
TNV TeAlKr] (uid amd toug TPEXovVTES MOVTOUS {WI)E TOU AIUVOIEVOU.
public void attackCalculations(){

S/EAAon peBdduy yia Tov umoloyropd TpomomoilnTuwy Inuudg kavl anofrikeuvon toug o petafhnTég.

int spdMod = speedComparison();

float vulResMod = vulResCalc();
f/KAAon pebddou yio Ttov umoloyiopd Tng cuvolikng Cnundg.

int moveDmg = atkPow(spdMod, wulResMod);
//¥homoinan g e16ikAc cupneplbopdc Twy kivAoewy 111,113,114

if (moveNumber == 111 || moveNumber == 113 || moveNumber == 114){

f/Amuoupyia Tou KELUEVOU TOU EVAMEREVEL TOV MALlKT yla Tnv Kivon nou EKTEAECTNKE.

mdDialogue = $”{Attacker Name} {dialoguel} {Defender_ Name} {dialogue2}";

fiYhomoinon tng eldwkng oupmepigopdg Tng kivnong 183 wai mpooappoyr Tou kelpévou mdDialogue.
if (moveNumber == 183){
int arrows = rng.Next(1,4);
moveDmg = moveDmg*arrows;
mdDialogue = 3" {Attacker.Name} {dialoguel} {Defender.Name} {arrows}
{dialogue}"”;
}
f{hdaipeon Tng ouvolikng CNuLag omd Towg TPEXOVIES MovToug Jwrg Tou auuvopevow, Gnuioupyia
J/TOU KELHEVOU MOV EVNMEPEWVEL TOV MALKTN yia T AMOTEAECUOTA TNE KLVNONS KAl CMEVERYOMOLNon
f/tng onpaiag counterWasfctive.
Defender.CHP = Defender.CHP - moveDmg;
amDialogue = %" {Defender.Name} TOOK {moveDmg} POINTS OF DAMAGE!";

counterlasActive = false;

KB 3.17; Mébndor altackCalculations()
Ov peBodor speed Comparison() xkav vulResMod() ulorolouv toug unyaviouovg 6.1.a xat

6.2.3 avtiotoixa, eve n pebodog atkPow() ulomolel toug unyaviouovg 6.1.y, 6.1.6
£I0TPEPOVTAS TNV TN TN OUVOALKNG {nuiag otnv petabBAntry moveDmg.
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private int speedComparison(){
if (Attacker.SPD » (Defender.SPD + moveDelay)){
return 1;

else if..

KusBawag 3.18: MéBodor spaedComparison

private float vulResCalc(){
//Metatponr twy AloTwyv adUVapilwv KAl QVTOXWV TOU QUUVOHEVOU Kal Twv Tumwv tng enibeong oe
//strings wote va cuykpiBouv.
string vul = Defender.VUL.ToString();
string res = Defender.RES.ToString();

string atk = moveDmgType.ToString();

//Eupeon twv kolwwv tunwv petafl tng eniBeong xal Twv aSuvapluwv TOU QUUVOHEVOU.
for (x=@; x<atkLen; x#++){
for(y=0; y<vullen; y++){
if(vully] == atk[x]){
atkVul = atkVul +1;
33}

//Napdépola yia Tl QVIOXES.
//Adaipeon tou apiBpol twv aduvapiwv and tov apiBpd Twv avToxuw.
atkRes = atkRes - atkVul;
switch (atkRes){
case 2:
return ©.25f;

case 1: ..

Kwdxag 3.19: Mitobog vulResCalol()

private int atkPow(int spdMod, float vulResMod){
int atkPow, moveDmgCategory=0;
string atk = moveDmgType.ToString();

bool special=false, physical=false;
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//EAéyxovtal 6Aol ol tUmol emibeong yla Tnv Katnyopia otnv onoia avrikouv Wote va npoodiopiotei
n katnyopia tng enibeong ouvoAilka.
for (x==0; x< atk.Length; x++){
if((Regex.IsMatch(atk[x], "[1-6]") && special == false){
moveDmgCategory = moveDmgCategory + 1;
special true;
}else if ((Regex.IsMatch(atk[x], "[7-9]") && physical == false){
moveDmgCategory = moveDmgCategory + 2;
physical = true;
3}
if (moveDmgCategory == 2){
atkPow = (int)Math.Ceiling( (Attacker.ATK-@.5*Defender.DEF)+ movePower);
else if (moveDmgCategory == 1){
atkPow = (int)Math.Ceiling(Attacker.SP_ATK-0.5*Defender.SP_DEF) +
movePower) ;
else if (moveDmgCategory == 3){
atkPow = (int)Math.Ceiling(@.5* (Attacker.ATK-0.5*Defender.DEF)+
0.5*(Attacker.SP_ATK-0.5*Defender.SP_DEF) + movePower);
}
atkPow = (int)Math.Ceiling((atkPow*vulResMod + ©.25(atkPow*spdMod))*@.5);

return atkPow;

Kwdikag 3.20: MéBodog atkPow()

H pé6odog hpCalculations() extelel Toug arrapaity)Toug UIIOAOYLOP0OUE Yid TNV
£PUPUOYT] TOV IMOVTOV (W1 0TOV avTioTolXo Xapakrthpa (unyaviouog 6.3).

public void hpCalculations(){
counterWasActive = false;

moveHP = (rng.Next(1,4))%2;

if (moveTarget == "Player"){

Player.CHP = player.CHP + moveHP;

if (Player.CHP > Player.HP){

moveHP = Player.HP - Player.CHP + moveHP;
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Player.CHP = Player.HP;

}

mdDialogue = $"{Helper.Name} {dialoguel} {Player.Name}";

amDialogue = $"{Player.Name} {dialogue2} {moveHP} HP!";
else if (moveTarget == "Helper") ..

//Napdporla Siadikacia yra T1G Kivrioelg enavapopdg nmoviwv wrig tou Bonbou Kal Tou avtindlou.

}

Kwdikag 3.21: MéBodog hpCalculations()

TéAlog, n pebodog statCalculations() eitvar urreibOuvn yia tnv UAOIIOLNOT) TOV KIVI0E@V
aAAayng oTaTloTIKOV. ApXIKA avayvepidel Tny Kiviong mpog eKTeAeon), eAeyxXel Tov
petpnTy mou tnv mapakodoubel kal tedog e@appoler tig avtiotorxeg petabolég ota
OTATLOTLKA TOU XAPAKTIPA AV aUTO £lval EIUTPEnTo.

public void statCalculations(){

"

string state = "";

string statl = "";

character Target = null;
If (moveTarget == "Player"){
Target = Player;

else if..
//H petaBAntn moveStat ywpiletrol oe 2 strings O nepintwon nov gival 2 Ta OTATLOTLKA Nou
//npéne1 va petaBinBouv.

string[] stats = moveStat.Split(' *);

statd® = stats[0];

if (Counter[moveCounter] == @){
//An tng w6otnrag peow Reflection, pe Paon to ovopa mou mepieéxetal oto string ‘state’.

PropertylInfo propertylnfo = typeof(character).GetProperty(stato);

//Avaktnon tng TpExouoag Tlpng Thg 1owotnrag and To avrtikeipevo 'Target'.
int currentValue = (int)propertylInfo.GetValue(Target);

//¥Ynohoyiopds tng véag TtipAg kai avaBeong tng niow ornv 1dwdétnra tou avrikeirpévou 'Target'.
propertyInfo.SetValue(Target, currentValue + movePower);
Counter[moveCounter] = 1;
counterWasActive = false;

//EnavaAnyn tng Swabikaciag oe nepimtwon nou n uetaPAntr moveStat €xer Svo otariotika.
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if (stats.Length == 2){

else{

counterldasfctive = true;

if {counterbasfctive == true){

mdDialogue = dialogue3;
else{
mdDialogue = $"{Attacker.Name} {dialoguel}”;
amDialogue = $"{Target.Name} {dialogue2}”;
}

KuBmog 3,22; Mitobog statCalculabonsi)

3.6. Oplropog tov XLtabepav Asdopevav

H mArnpng vdomoinong t@v pnXaviopov Tou IPETOTUIIOU 08 KOOLKA EITVTPEIIEL TOV
UIOAOY10M0 TOU 0UVOAOU TeV petabAntev tou. O petaBAntég auteg, ®otooo, IPoaIalrtouy
£va ouvolo otaBepav Tipev yua tnv opbr Aevtoupyia toug. H mapovoa evotnta
SIKEVTPOVETAL OTOV IIPOCGOLOPLONO AUTOV TOV TUHOV.

3.6.1. IIpoodropropog twv Xtatiotikev tou Ilaiktn Kat tou BonBou

Ov xapaktrpeg Tou maiktn Kat tou BonBou armoteAouv §U0 arrd Tig KEVTPLKEG OVTOTNTES
YUP® arrod tig oroileg Aelrtoupyetl To ouotnua tng paxng. ¢ Baon yia tov kabopiopo6 tou
£UpoUg TIUAOV TGOV OTATIOTIKGOV TOUE, amoteAeoe to mavxvidt Dungeons & Dragons. Lto
OUYKEKPLIEVO ITaLXVvidt, ou itkavotnteg (abilities) evog xapaxtnpa AapBavouv tiueg amo
3 eng 20, pe tnv Tupn 10 va avarmaplotd éva peco eminedo tkavotnrag 290,

Zuvenwg, ol XapaKTIpeg Tou maikty Katl tou BonBou Ba £xouv tipeg mou Ba
IIEPLOTPEPOVTAL YUP® artd autd tov peco opo (10). H ouykerpipevn oxedraotiky emAoyn
OKoIIeUel 0tV peyadutepn eueAidia Katd Tov 0pLopd TOV OTATIOTIKGOV TOV avTuIidAov. H
XP10N HE0®V TUUOV EMITPEIIEL OTOV HAiKTH Kal tov Bonbo va avamtuouv suedikteg
OTPATNYIKEG ATIEVAVTL OAWV TV TUIOV eX0pnv.

'Ocov agopd T1g aduvapieg Kol Ti¢ AVTOXEE TOUC, TA XUPAKTIPLOTIKA AUTA IAPAIEVOUV
KEVA, OOTE VA PNV UIIAPXEL MALOVEKTN A 1) pelovERTnRa yia kavevay aveimado. Tedog, o
IIALKTNG, W¢ paxntng, 61af£tel evioXupeva oTaTloTIKA II0U a@opoUV QUOLKEG emmbeoerg,
eve 0 Bonbog, wg payog, exel audnuéva ta avTioTtolXa OTaATIOTIKA 210KV emfeoenv.
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MNaikTng Bon6og
Ovopa TipR Ovopa TipR
HP 30 HP 30
CHP 30 CHP 30
ATK 12 ATK 10
DEF 12 DEF 10
SPATK 10 SPATK 12
SPDEF 10 SP.DEF 12
SPD 10 SPD 10
VUL VUL
RES - RES

Eikéva 3.7: Zramomkd MNaiktn kan BonBol

Eaipeon amotelouv ta xapaktnprotika HP xar CHP, ta omoia prmopouv va AdBouv
TIEG TTAV® TOU 0pilou.

3.6.2 IIpoodropropog Trpwv yua tig Kivnoeig tou Ilaiktn xar tou BonBou

IMa tov mpoodloplopd TOV TIHWV TOV KWVHOE®V TOU IIALKTI) Kal Tou Bonbou Oa
arormoinBei n apxn tov apetdBatev oxeocwv. ApXika, Oa opliotouv o1 0Xeoelg avtoxrg Kat
aduvapiag petadl TOV TUOEV ¢NULdg Tou matXvioiou.

Special Types
Num Name Vul Res NR
1 Fire 25 6 14
2 Water 34 15 26
3 Grass 16 24 35
4 Electric 35 26 14
5 Ground 26 14 is

Steel

35

26

Eikdva 3.8: O1 oyéosig petafl twv eidikuv 10T
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Pysical Types

Num Name
Piercing 7 Bludgeoning
8 Piercing

Slashing ] Slashing

Eixéva 3.9: Oi guoikoi 1001 Tou Traryvidiol

Ztnv ouvexela, Oa avateBel evag tumog oe Kabevav amod Toug TE0oePLS AVTUIAAOUG,
kaBopidovtag etol Tig Tineg TV Xapartnpwotikav Character. VUL kav Character. RES.
Emumleéov, otig tupég auteg Oa mmpooteBouv kat @uotkol tumol {nuidg, ot omoiol eivat
avegapTnTol amod TOV KUPLo TUIIO TOU AVTUIAAOU.

Type Grass Type Ground Type Water Type Fire
vuL 16,7 VUL 26 VuL 347 vuL 258
RES 24 RES 1478 RES 158 RES 369

Eixéva 3.10: Aduvapisg kai Avioxég Twv
Avimrahwv

TéAog, mpaypatonoleital OUYKPLON TOV TUIIOV {nuiag Kabe Kivnong pe tig avtoxXeg Kau
aduvapieg TOV Teoodp®V avTurdAev. Amotédeopa avtng tng Stadikaoiag eival n
onuioupyia evog mivaka (sikova 3.11) mou amelkovidel Tnv armoteAeopaTtikoTnTa Kabe
Kivnong, avadelkvuovtag auteg e To PeyaAuTepo TAEOVEKTNHIA 1) HELOVEKTNHA.

IMa tov xaBopropd tou Xapaktnprotikou movePower kaOe Kivnong, ummodoyidetal £vag
OUVOA1KOG Tpotmoroutrg avioXwv/aduvapiev. O tpomomouThg autodg IPOKUIITEL ATIO TOV
moAAamAaolaopo Tev TV tou vulResMod yia kdBe kxivnong evavti OA®V TOV aVTUTAAGV.

H T touv movePower xaBopidetal amo Tov GUVOALKO TPOIIOMMOLNTY) ©¢ £ENg:

. Tpormomowntng x0.25: movePower = 6.
. Tpomomowntrg x0.5: movePower = 5.

. Tpormomowntng x1: movePower = 4.

o Tporomowntng x2: movePower = 2.

E&aipeon amotedel n kivnon “Arrows”, kaBaog 1 tedikn tng {nuid propei va
Oumdaoiaotel 1] va TPUTAAoLa0Tel KAt TOV UITOAOYLoUO0 T1g, orrdte tng divetal n tuun 1.

To xapaxtnplrotikd moveDelay d¢xetal TV T £va Yl KLvIjoglg IoU £€X0oUV
movePower xdte amod mevte Katr 6U0 yid Tig UTOAOUIEG.
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Name dmgTypes Opi Op2 Op3 Op4 Total movePower moveDelay

Sword Slash T b *0.5 2 ®1 2 2 1

Hydro Pump 29 x0.5 w2 xi xl x1 4 1

Arrows 6.8 X2 =1 *0.5 x1 x1 1 1

Fire Pierce 18 X2 X0.25 %0.25 x2 %025 6 2

Electric Hammer 49 x0.5 x05 x2 x0.5 x0.25 [ 2

Fire Bolt 1 x2 x0.5 x0.5 x1 x0.5 5 2

Thunderbolt 4 x0.5 *0.5 x2 xl x0.5 5 2

Rock Smash 2.9 x1 x1 x0.3 x1 0.3 3 2

Thems 38 x1 x0.5 x1 x1 x0.5 5 2

Eikéva 3.11: Mivakag olykpiong avToxwv/aduvapiwy Twv
KIVTZELWY PE TOUS aVTITTAhOUG.

3.6.3. IIpocdroplLopog twv Ltatiotikov Kal oV Kivioeov tov AviindAev

To mavxviol meprdapBavel téooepig avrimadoug. O kaBoprLopdg Towv otaTiotikey Toug Ba
Baowotel otnv apxn tng Opboywviag Avagoporoinong Movadwv, mou avaduBnke otnv
evotnta 2.4. LUYKeRpLpEva, ol teooeplg aveimalol Ba 51abetouv 0TaTIoTIKA TOU TOUg
EMUTPEIIOUV VA AKOAOUOOUV T1g MAPAKAT® OTPATNYIKEG:

e Avrtinadogl: O avrimalog autog akoAoubel pia 0TPATNY KL avAAoyn [e auTi) ToU

rmaixen, Siabetovtag 10oppomnueva OTATIOTIKA OU KUPALVOVTAL YUP® AIId TOV PHECo

0po.

e Avtinmadog 2: O avrtimalog autog akoAoubel pia apUVTIKT OTPATIY KT,

Xapaxrtnpidetar amd UYPNAG ApUVTIKA OTATLIOTIKA KAl XapnAd emBetikd, pe otoxXo tnv

arroppo@Non {NULAg Kal TNV £MKPATNON HE0R AVTOXIS.

e Avtinadog 3: O avrimalog autog akodoubel pia emBeTiK OTPATNY LKL,

AvaBétovtag vwnAn emibeon Kar XapunAn apuva, eOKeVTPOVETAL 0TV IPOKANOT

peyaAng {nuiag, pe otoxXo va VIKIoel Toug avTimalog mpv o idiog nrtndet.

e Avrtinadog4: O avrtimalog autdg akodouBel pia otpatnykn cuvexng @Oopdg xat

emBioong. Avti va Baoidetar oe uywnAn apuva, adlomolel Kwvnoeig aAAayng

OTATIOTIKGOV KAl eIIava@opdg movtev {eng, e okomo tnv Kabuotepnon tng paxng Kat

TNV €IMIKPATNON NE0® TNS 0TASIAKIE £EAVTANONE TOV AVTUIAARDV.

O mpoo61op1o0¢ TOV TIHMV HOU EMVTPEIIOUV TNV UAOIIOLNOI] TV IAPAIIAVER
OTPATNYLKOV UIOPEL VA AVTIHETOIIOTEL WG £va TIpoBAnpa tkavoroinong meploptopov. To
mpoBAnpa auto pmopel va emAubel peow tng epappoyng evog alyopibpou e{avtAnTikng
avadnenong.

O {nrovpeveg Tipueg oe KaOe meplinteon eivatl Ta armpoodlopLoTa OTATIOTIKA TOV
avuunadeov (HP, ATK, DEF, SP.ATK, SP.DEF, SPD) kai ol mapdapetpol tng Baoikng toug
eniBeong (movePower, moveDelay). H eUpeon toug mpaypatomnoleital akoAoubaovtag tnv
edng Gradikaoia:

1. Opwopog tou Xwpou AUoE®V, Peoe Tou Kaboplopou Tou eUpoug TIHMV Yo Kabe

eumiekopevn petaBAner.

2. KaBopiopog tov nepropiop®v Kat aglodoynon kabe vmoywnelag AUong g mpog tnv

TI)PNOI) TOUG.
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3. Emloyn tng tedikng Avong amod to 0UVOAO0 00®V TKAVOIIOL0UV TOUG IIEPLOPLOI0US.
Ztnv mapouod UAOIIoinoT), g TeA1Kr AUon opidetal 1 armodektr AUoT IoU £Xel TV
HKPOTEPN AIOKALON AIId TOV 1E00 0p0 (mean) OA®V TOV £YKUPOV AU0ERV.

Avtinaloc 1: lcoppomnUEVN GTPOTNYLKN

[Ma tnv eVpeon TovV otatlotikev tou aveimadou 1 opidovtal ta edrg media petaBAntov:

HP: 70
ATK : [8-14]
DEF: [8-14]
SP.ATK: [8-14]
SP.DEF: [8-14]
SPD: 11
movePower: [3-8]
moveDelay: 1

Ta otatwotikd SPD kav moveDelay opidovtal otig tipeg 11 kav 1, Adyw tng e181Kng
K1vnong otatlotlkey mou dtabetel o avrimadlog. H kivnon avtn auéavel to SPD tou xata
3, Sraopadidovtag £Tol 0Tl 01 emmBeoelg ToU ArmoKToUV IMAEOVEKTINIA TAXUTNTAG HOVO PETd
T XPN01n TN,

O opLop6g TV IEPLOPLOPGOYV TOU HpoBATnatog mpolmobetel tn Xpnon evog ouvoAou
evolapeowv petabBAntwv:

plDmg: H péyiotn {nuud mou mpokadel o maikTng 0Tov avTiIaAo Pe TNy o
AmIoTEAE0UATIKI) TOU KLVNOT).

heDmg: H péyiotn {nuud mmou mpokadei o BonBog otov avtinado pe tnyv mo
AmI0TEAE0UATIKI) TOU KLVNOT).

enDmgPIl: H péyworn {nuud mou mpokaldei o avtimadog 0Tov DAkt pe tnv
Baoukn) Tou Kivnon.

enDmgHe: H peywotn {nuia mou mpoxkadei o avrimalog otov Bonbo pe tnv
Baoukn) Tou Kivnon.

Turns0: O aplBpdg 021POV TOU AIALTOUVTAL MOTE 0 MALKTNG Va e§avTANoeL TOUg
OVToUg {®1E TOU AVTUIAAOU, XPNOLHOIOLOVTAG TV M0 AIOTEAEOUATIKI] TOU
Kivnon.

Turnsl: O apBupog oerpwv mou amartouvtal wote o Bonbog va efavtAnoel toug
movtoug {®Ig TOU AVTUIAAOU, XPNOLIOIOLOVTAE TNV IIL0 AIIOTEAEOUATIKI] TOU
Kivnon.

Turns2: O apO6¢ 0L1POV IOU AIALTOUVTAL GOTE 0 AvTiTadlog va eSavTAnoet
Toug IIOvVToug (W1 TOU HMAlKTI), XPNnolpomolwvtag tn Baoukn tou Kivnon.
Turns3: O apO6g 0L1POV IOU AIALTOUVTAL GOTE 0 avTirmalog va e§avTAnoet
toug rmovtoug {wng tou Bonbou, Xpnotpomowwvtag tn Baoukn tou Kivnon.
Turns4: O aplBog 021pOV TOU AIATTOUVTAL ®OTE 0 AVTIITAAOE VA PELROOEL TOUG
movtoug dong elte Tou maiktn eite tou Bonbou KATe ard to P, emtifepevog
evaAAag.

min: H tiurn tou xapndAotepou 0tatiotikoU TOU aVTLIAAOU.

max: H tiur) tou uynlAotepou 0tatiotikol Tou avTurdAou.

av: O peoog 6pog tewv petabBAntev TurnsO xkar Turns1.

Ov twpeg tov petaBAntwv plDmg, heDmg, enDmg Pl xav en Dmg He utioAoyidovTtatl peow
IIPOCOLOLMONE TOU PNXaviopou {nuiag, efetadovtag 6Aoug Toug ouvouaopovg yia Tov
£VTOIONO TOV Neylotov Tipev. Ov petabAnteg Turns0-Turns4 mpoUIITOUV Ao TNV
agaipeon e avTiotorXng Nudg ava oeupd ard toug movToug {RIC TOU 0TOXO0U,
avtikatontpidovtag tov aplfpo tewv emb£oemv Mou armalrtouvTal yid Tov undeviopo
(Turns0-3) 1 tnv peinon Kate amo to pwoo (ywa Turnsd).
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Bdoet tov petaBAntov mou exouv oplotel, pia umown@a AUon IPEIIel va LKAVOIOoleEL
Toug akOAouboug meploplopovg yia va BewpnBetl amodexr):
o Tlepropropog 1: (Turns2 < Turns0) && (Turns2 < Turnsl) &&(Turns3 <
Turns0) && (Turns3 < Turnsl)
IIepropropog 2: av == (turns4 +1)
IIepropropog 3: (max-min) <=3
e IIepropropog4: ['ia kaBe tuur tou otatiotikou ATK, yiveral ammodektr) povo n
IIP®TN AUOT) TTOU KAVOIIOLEL TOUG ITApAIidave meproptopoug. Oleg ol emopeveg
vmoyn@eg Avoeig pe tnv iowa tipn ATK amoppilmtovat.
Me autoug toug mmeploploplolg MMPOKUIITOUV TA MAPAKAT® TEALKEG AUOELS:

HP ATK DEF SPATK SP.DEF SPD movePower moveDelay

70 9 12 9 12 1 5 1

70 10 9 12 9 1 T 1

70 " 8 1 8 1 7 1

70 12 9 10 9 1 [} 1

T0 13 11 10 13 n 3 1

70 14 1 1 13 1 3 1

Eikova 3.12: AmodekTEg TIHES VIO T OTATIOTIKG TOU
avrimrahou 1.

O péoog 6pog (mean) AUTOV TOV AUCERV £ival:
o DEF: 9/11
¢ SPATK: 10/11
e SP.DEF: 9/13
e movePower: 7
Katomv ouykplong, n mepmen AUon eival autr) IIou mpooeyyidel IeplocoTePO TO
UITOAOY1OPEVO HEC0 0P0. LUVETI®S, TA OTATIOTLKA TNG EIMALYOVTAL Y1 TOV IIPMTO AVTIIAAO.

Avtinalog 2: Apuvtikn Xtpatnyikn
IMa tnv elpeon TOV 0TATIOTIKGOV TOU avtimalou 2 opidovtal ta e&ng media
petaBAnTov:
e HP: 100
ATK : [5-10]
DEF: [15-17]
SP.ATK: [5-10]
SP.DEF: [15-17]
SPD: [8-11]
movePower: [3-6]
e moveDelay: [1-2]
IMa tov oplopod tev mepoptopwv Ba xpnovpomownBouv ot idieg evoiapeoeg petabBAnteg:
e Ilepropropog 1: (Turns2 < Turns0) && (Turns2< Turnsl) &&(Turns3 < Turns0)
&& (Turns3 < Turnsl)
e Ilepropropog 2: av == (turns4 +3)
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IIepropropog 3: H Swagpopd petall tov otatotikov DEF xkalr SP.DEF 8ev mpémev
va unepBaivel to 2.

IIepropropog 4: I'a kdBe tipn tou otatwotikou DEF, yivetal amodektr povo n
IIPWTI AUOT) IIOU LKAVOIIOLEl TOUg IMapanave mepltoptopoug. ‘OAeg ol emmdopeveg
vmoyn@eg Avoeig pe tnv iowa tipn DEF amopplmtovat.

Me autoug Toug IIEPLOPLOROUE IIPOKUIITOUV TA IMAPAKATR TEAKES AUoLe1g:

HP ATK DEF SPATK SP.DEF SPD movePower moveDelay

100 5 14 5 14 8 6 1

100 5 15 5 14 8 6 1

100 5 17 5 14 8 ] 1

Eikdva 3.13: AmodekTég TIPEG I TO OTATIOTIKA TOu
avimdahou 2.

Ov Avoeig pe e€aipeon to otatiotiko DEF eivalr mavopowotuneg. Evieiktikd emAéyetal
1N IPOTH AUOT G 1] TEALKT).

Avtinaloc 3: EmOetikn Xtpatnyuikn
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[Ma tnv evpeon tov otaTloTtKOV Tou avtimalou 3 opidovtal ta e€ng media petabAntov:

HP: 50

ATK : [15-19]
DEF: [8-10]
SP.ATK: [15-19]
SP.DEF: [8-10]
SPD: [8-12]
movePower: [5-10]
moveDelay: [1-2]

IMa tov opLopo tev meproptopev Oa xpnotpomowBouv ot idieg evorapeoeg petabBAnteg:

IIepropropog 1: (Turns2 < Turns0) && (Turns2< Turnsl) &&(Turns3 < Turns0)
&& (Turns3 < Turnsl)

IIepropropog 2: av == (turns4 +1)

IIepropropog 3: H Swagpopd petadt tov otatotikov ATK kar SP.ATK 6ev mpemer
va unepBaivel to 2.

Ilepropropog 4: I'a kdBe tipn tou otatwotikou ATK, yivetal amodektr povo n
IIPWTIN AUOT) IIOU LKAVOIIOlEl TOUG Iaparave meploplopoug. OAeg ol emmopeveg
vmoyn@eg Avoeig pe tnv iowa tipn ATK amopplmtovat.

IIepropropog 5: (av>turns2) && (av > turnss)

Me autoug toug meploplopovg IMPOKUIITOUV TA MAPAKAT® amodekteg Auoelg:



HP ATK DEF SPATK SP.DEF SPD movePower moveDelay

Eikdova 3.14: AmodekTég TIPEG yia Ta OTATIOTIKG ToU
avTimahou 3.

O1 tedikeg Tipég eival mavopolotureg pe edaipeon to otatiotikd ATK, omote
emAéyetal evOelKTIKA 1) Seutepn yia Tov KaBoplopd tov TeAKOV TIHOV.

Avtinaloc 4: Yrpatnyikn E&aofevione kxar EmBioonc

IMa tnv evpeon tOV 0TtaTtloTKOV Tou avtimalou 2 opidovtal ta e{ng media petaBAntwv:

HP: 50

ATK : [8-15]
DEF: [8-15]
SP.ATK: [8-15]
SP.DEF: [8-15]
SPD: [8-12]
movePower: [4-8]
moveDelay: [1-2]

I’ tov oprond teov mepropropav Ba xpnovpomownOouv ot 161eg eviiapeoeg petabAnteg:

IIepropropog 1: (Turns2 < Turns0) && (Turns2< Turnsl) &&(Turns3 < Turns0)
&& (Turns3 < Turnsl)

IIepropropog 2: av == (turns4 +1)

IIepropropog 3: (max-min) <= 5

IIepropropog 4: I'a xaBe tuun tou otatiotikou SP.ATK, yivetol armodektr) povo n
IP®OTH AUOI IIOU UKAVOIOLEL TOUg mapanave mneproptopoug. OAeg ov emopeveg
unowneleg Avoeig pe tny iova tipn SP.ATK amoppimtovtat.

Me autoug Toug mepLopLooug IIPOKUIITOUV TA HAPAKAT® aIrodekteg Avoeig:

HP ATK DEF SPATK SP.DEF S5PD movePower moveDelay

50 10 15 10 13 " T 1

50 10 15 12 13 10 8 1

50 10 15 13 13 10 T 1

50 10 15 14 13 10 6 1

50 10 15 15 13 10 5 1

Eikova 3.15: AmrodekTég TIPHEG yia Ta OTATIOTIKG Tou
avrimraiou 4.

O péoog 6pog (mean) AUtV TOV AVOE®V eival:

ATK: 10
DEF: 15
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SP.DEF: 13
SPD: 10
movePower: 6/7
moveDelay: 1

ITapoddo mou o Avoeig eitval oe peyado Babpod mavopolotumneg, n teTaptn Ka 1) MEPIIT
Avon eival ov povadikeg mou avtikatontpidouv mAnpwg to peco opo. Evieiktikd Ba
emAeXTel 1 Tétaptn AU0T ®S 1) TEALKL.

Bdoer tou napamnave adyopibpou, xabopidovtal ta 0TATIOTIKA TOV avTUIaAev, Kabog
Kau auta tng Baowkng toug kivnong. Ovavtimador 1-3, @otooo, SiabBétouv kal pia Seutepn
emiBeon, n omoia mmapouoiddel pia Wwattepn ovpmeprpopd. Katd tnv extedeon tng
emifeong autng, evag adyopldpog mapayeyrng Tuxainv aptfpov mapdyet evav aptfpo (1 n
2). Eav o apiBpog autog eivar 1, tote n ouvoAdikn (nuia tng emifeong umodimAaoiadetat,
eve og avtifetn nepimteon Surdaociadetal. Le auteg Tig Kivnoelg armodidetal tupun
movePower tétola, @ote 1 TeA1KI) Toug Nud va eival pikpotepn amod exkeivn tng Baolkng
emiBeong otV mIePLIT®OI TOU UTOOUIAAOLa00U, Kol peyaAuTepn 0TV IEPLIT®ol] TOU
Surdaowaopov.

Name movePower moveDelay Damage
Vines 5 1 6
Whip 2 1 47
Stene Paunch 6 1 3
Magnitude 6 1 214
Watergun 7 1 7
Tackle 5 1 58

Eikova 3.16: Z0ykpion Twy Bacikwy Kal SBeuTspedovTwy
emBEceww Ty avimahwy 1-3.

AxolouBwvtag tn peboboloyia tou Adams, cUPPGVA e TNV ommoia 1] avAamtudn
marxvidwwv Baoidetar otov kUKAO “Kataokeur), ASwoAoynon, Enavadnyn”, og¢ amotédeopa
g a§loAOynong TV OTATIOTIKGOV TV KWVI0E®V TOV AVTUIGARDV 0TO IALXViOL,
npaypatomoteitar addayn tng tiung movePower tng kivnong Watergun amo 5 oe 7. H
IIPOCAPLIOYH] AUTI] OTOXEULL 0TV KAAUTEPL e@APHOYT] TN emOeTIKNG OTPATIYUKIE TOU
avturddou 3 oto matxvidl. EmumAéov, n xkivnon Magnitude Ba evioxuetal Katd pua povada
0TI OUVOALKT Tng {NU1d PeTd ToV SUTAaolaopo, MOoTe va £Xe1 OUVOALKT) {nuid ion pe 4.

Me tnv 0AoKANP®OI TOV IAPAIIAVE TPOIOIOOEWY, TA OTATIOTIKA TOV AVTUIGADV Kal
TOV KLVII0EROV TOUG elval IMATP®S S1apop@apeéva.
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Harme movePower | moveDelay |moveDmgTypes

Stone Paunch B 1 59

Magnitude L] 1 5

Tackle [ 1 9

Watergun T 1 29

Flames 7 1 1

Ewdva 3.17: Ta oramomkd Twv avIimalwy Kal T
emMBETEWY TOUG.

3.6.4. KaBopropog Trpov yra tov AAyoprOpo IHapaywyng Tuxaiov IIoviov Zong

To maixvibl evoepatovel Tpelg Kvioelg emava@opag movtev {wng, n
AIOTEAEOPATIKOTITA TV OO0V Kabopidetal amd £vav adyopldpo mapayeyrg tuXalov
apOpev. 'a tig Kuvnoeig mou emava@epouy toug movtoug {wrjg Tou mAiKTh KAl TOU
BonBbou, opidovtal Tpelg Tiueg, avaloya pe To aroteAeopa Tou alyopifpou:

e Amnotedeopa (3): AvamAnpwmon 6 movteov {eng.

e Amnotedeopa (2): Avamdnpwmon 4 movieov {ong.

e Amotedeopa (1): AvamAnpwmon 2 moviev {eng.

H emoyr) oV OUYKERPIIEVOV TLIOV £Y1VE e KPUTHPLO T 1eon {nuid mou IIPpoKAaAouv
ol emBeoelg TOV avTimaA®y Iou eivatl ton pe 5.

Avtiotolxa, yia Tnv Kivnon emava@opdg movieov {®ig Tou avTUIdAou, ol TIHEG
Srapoppavovtal og e&ng:

e Amotedeopa (3): Avamdnpenon 12 movieov {eng.

e Amnotedeopa (2): AvamAinpenon 8 movtev {eng.

e Amotedeopa (1): AvamAnpwnon 4 movVTev {eng.

O xaBoplopdg TOV TIP®OV autov Baoiotnke 0to yeyovog 0Tl to aBpolopa TV mio
AIIOTEALOPATIKOV eI10£02®V TOU IIALKTI) KAl Tou BonBou evavtiov Tou avTiIAAou II0U
6waBeter tnv xivnon eivatl oo pe 14.

Kegpalavo 4- AAyoprOpocg IlpoPAsywne Kivniosov

Lto Kepalalo 3, 0 IPoodloplopog tng ovotntag chosenAction ylua Tov XapaKTIpd ToU
IIALKTI) IIPAYIATOIOLELTAL PE0W TNG O1eIIa@ng XN 0TI, £V 0TV IIEPLIT®OI] TOU AVTUIAAOU
HE0ow evog adyopifpou mapaywyng tuxaiev aptbpov. H povadikn mepintoon otny omoia
Oev mpooblopideTal o TPOmog emAOYTg KIvnong yid evav Xapaktnpd eivatl autr) tou BonBov,
OIIOU 0 TPOIIOC CULIAIP®ONG TNE ovtotntag chosenAction emelnyeital e Tnv avag@opa oe
evav agnenpevo adyopidpo emoyrg Kivnong. Xto mapov ke@aalo, Oa avadubei n
Agvtoupyia tou ev Aoyw adyopiBpou. Ewdikotepa, otnv Evotyra 4.1, Ba eetaotel to
poBAnua to omoio emAvuet o aAdyopiOpog kar Ba oprotel i Aettoupyia tou. Ltig Evornreg
4.2-4.3, 0a avaluBouv tpla otorxeia mou oupBaAdouv ot Aevtoupyia tou adyopiBupou Kau
tédog, otnv Evornta 4.4, Ba ipaypatomounOet 1) vAomoinon tou adyopifpou oe KOOIKaA, e
OKOIIO TI)V £VOWIATWOI] TOU 0TOV KOOLKA TOU HIPKOTOTUIIOU.
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4.1. Opropog tou AAyopiBpou IpoBAewng Kivnoewv

H emdoyr tng BeAtiotng Kivnong mou pmopel va extedeoet o Bonbog oto mmarxvio
amoteldel ¢va mpoBAnpa avadritnong. I'a tov Adyo auto, opidetal £vag Xmpog KATaoTAoL®y,
TA OTOLXE10 TOU OIOLOU AVAIIAPLOTOUV T1¢ O1AQOPETIKES KATAOTAOL1E 0TI OIIoleg Lmopel va
BpeBel to marxviol. Kabe katdotaon mpoodiopidetal amd To 0UVOAO TOV TIUOV TGOV
HAPAKAT® peTaBAnTov:

e  Ovtpexovieg movrol {wng tev XapaktnpaVv (Player. CHP, Helper.CHP,

Enemy.CHP)
e Ol Tueg TOV PETPNTOV HIOU HAPAKOAOUB0UV Tig KIvNoelg aAAay1¢ OTATIOTIKOV
(Counters).

H apxuxn xatdotaon tng avadntnong eivat 1 tpexouoa KATdoTaot) ToU IIatXvioloU Katd
v £vapén tng oerpdg tou Bonbou. Xe auto to mpdBAnpa, 6ev umdpxel pia mpokabopiopevn
KATAOTAON-0TOX0E, AAAA 0 OKOIIOg £1val 0 £VTOITLONOG TNG Kivnong mmou odnyet otnv
KOAUTEPI KATAOTAON, OI®E AUTI AIIOTUIATAL AIo [ia ouvaptnon aftodoynong. O
evepyeleg Mo IMPokadouv petdBaon amd pia Katdotaorn og aAAn avVTloToLXoUV 0Tl
SwaBeoupeg xuvroelg Tou Bonbou kav tou avrumdlou.

O aAyopiBpog avadntnong avartuooel eva 6evipo marxvidiou Baboug 2, to omoio
avarraplotd OAa ta mBavd amotedeopata peTd amo pua Kivnon tou Bonbou kav tnv
akOAouBOn xivnon tou avtiuadlou. Xt ouvexewd, o adyopipog Expeciminimax Siatpéxel
0 6evOpo, amoTipd Tig TeALKEG Kataotdoelg (kopBoug-pUAAa) peow tng ouvaptnong
adloAoynong kal ummodoyidel tnv avapevopevn tipn kabe apXikng Kivnong, emAeyovtag
TeAKA aUTH PE T LEYL0TI) TUT).

H aixova 4.1 aneikovider tn Sopr tou 62vOpou mmarxviGiou mou avamtuooetl o
adyopiBpog yia tnv emAoyn tng BEAtiotng Kivnong evavtl Tov aviuridAeov 1-3.

[ wéppogmax

Képpog Toxng

) KépBog MIN o

Enéva 4.1: To 8évpo mawbiod Tou Abyopiou

Ov evvéa xopBou oto mpato eminedo (BabBog 1) avtiotorxouv otig KATaoTAOL1S-
arroteAeopata TV evvead dtabeopev Kivnoeov tou BonBou: Firebolt, Thunderbolt, Rock
Smash, Thorns, Encouragement Spell, Intimidation Spell , Distraction, Heal Player xau
Heal Self.

KdaBe ¢vag amd autoug toug KopBoug tuXng £xel 61adoxoug mou avariaplotouy ta
amotedeopata TV mlavev Kivnoeav tou avturddou. ITapot o avtinadog Swabetel tpeig
kwnoelg (Baolkrn emriBeon, Seutepevouoa emribeon, Kivnon aAdayrg OTATIOTIKOV), 0TO
6evdpo ameikovidovtal emta Giadoxotl. Auto cupBaivel 610TL n nuud Tng deutepeviovoag
eniBeong Tpormmomoleital Ao £vav adyopldpo mapaymyng tuXailov aplfpuov, pe amoteleopa
va dnuioupyouvtat 6U0 GragopeTikeg mBaveg KaTaoTdoelg Yia T OUYKEKPUIEVT] Kvon).
EmmA¢ov, o avtimalog pmopetl va emiteBel eite otov mmaiken, eite otov Bonbo,
oumdaovadovtag etol Tig mbaveg KATtaotaoelg mou IIPOKUITTOUV Ao embeoelg amo Tpelg o
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¢&1. H eBdopun kataotaon eival autr mou mpoKUITeL Ao Ty Kivion aAAayng 0TaTIOTIKOV
mou GraBetel o avrtimadlog, 1 omoia 6ev €Xel 0TOX0 OUTE TOV MALKTI), OUTE TOV AVTLUIAAO.
IMa tov avtinado 4, avamrtiooetal eva mapopolo §evopo matXvidlou, pe tn Siagopd Ot
KaOe rOPBog TUXNG £Xe1 TEOOEPLE SLabOX0oUg avTl yia errtd. Autod cupBaivel emreldn) o
ouykekrplpevog avtimalog dev Stabéter Seutepevouoa emibeon, adAd pua Kivnon
eIava@opag moviev {eng, 1 omoia odnyel oe pia pOVo KATdotaon.
O aAyopiBpog yia tnv emdoyr tng BeAtiotng kivnong mapouotadetal mapakate o

Hop®1 WeudorkmELKa:

//Avaktnon twv apXikwv Sedopévwv amd Tnv TPEXOUOA KATAOTAON Tou maiyxvidiov.

Apyikonoinon CHP_Characters, Counters[], chosenEnemy, helperMoves[], enemyMoves|]

//AnAwon dopng ywa tnv anobrkevon tng Pabpolroyiag kabe kivnong

Bopry moveScore: (index, finalGrade)

//AnAwon peTafAnTwv Mou XPNOLHOMOlOUVTAL and Ttov aAlyopiBuo.

AfjAwon i,k,j,flag,grade,Number,sum,maxIndex,Stated,Statel,State2

//8nAwon plag Alotag mou amoBnkevel avilkeipeva tomou moveScore

AfjAwon moveScores

//AnoBnkevon tng apxikng katdaoctaong tou maixvibiov (pila) otn petaPAntr Stated

State® = CHP_Characters, Counters

//Kuprog Ppoyxog mov efetale kabe pra and tig 9 mbavég kivroelg touv Ponbou.

Ma (i=0) emavéAape éoo (i<9):

/[EAeyyoc Suvatotnrag eKTEAEONC TWV KLVAOEWV CGAAQyn¢ OTAT10T1KWV. AV O HETPNTAC
plag kivnong €ival ndén evepyoc, n Kivnon napaAeinetat.

Av (i»3 & i<7):
flag = checkCounter(i, state@.Counters)
Av (flag = “AAn®nrg”):

Zuvéyroe oTnv EMOpEVN navainyn

//YmoAoylopog tng véag kataoctaong (Statel) peta tnv exktéleon tng kivnong ‘i’ tou

BonBou
Statel = helperAction(State@, chosenEnemy, helperMoves[], i)
Number = @
Sum = @
//0p1opo¢ tou mARBOC K1VOEwv TOU avrindAou.
Av (chosenEnemy >@ & chosenEnemy <4):
k=7
AMwwg av (chosenEnemy = 4):
k=4
//Eouwtepikog Ppoxog mou efetaler kabe mbavi kivnon “j’ tou avrtimalou.

Ma (j=0) enavaiape 600 (j<k):
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//Napéporog €Aeyxog kal yia tnv kivnon aAAayri¢ OTAT10T1KWV TOU avTlndAou
Av (j = 0):
flag = checkCounter(@)
Av (flag = “AAn6Bnrg”):
ZuvéYroe oTnVv €eMOpevn snavainygn
State2 = enemyAction(Statel, chosenEnemy, enemyMoves[], j)
Grade = Evaluation(State2)
Number = Number +1
Sum = Sum + Grade
//YTOAOYLONOC TG avapevopevne Tipng tng kivnong ‘i’ kav amoBrkevon tng otnv Alota.
Expectedvalue = Sum /Number

NpéoBeoce véo moveScore(index: i, finalGrade: Expected Value) otn Aiota
moveScores

//TaEwopnon tng Alotag kivioewv pe $pBivovoa oeipa pe Paon tnv Pabupodroyia
(finalGrade).

TaEivépnoe tn Alota moveScores

//EAeyxog av undpxouv Klvroelg mou €xouv afioloynBei.
Av (n Alota moveScores 6ev e£ival Kevi):

//Ané mpoemidoyn n mpwtn B£on tng Alotag Bewpeital OTL €XEL TO OTOLXELO HE TNV
//peyalitepn Pabporoyia.

maxIndex = moveScores[@].index

/[EAeyxo¢ 1ooBabpiag kaAlTepwv €mAoywv, av undpyouv 2 f 3 K1VIHOELE MOU £XOUV TnV
//161a kaAivtepn PabBpoloyia emAEyeTal tuxaia pla and autég.

Av( (moveScores.MAfBog)>2 KAI moveScores[0].finalGrade ==
moveScores[2].finalGrade):

maxIndex = moveScores[Tuxaiog ap1Bpog petafv @-2].index

AM1ug av( (moveScores.AnfBog)>1 KAI moveScores[@].finalGrade ==
moveScores[1].finalGrade):

maxIndex = moveScores[Tuxaiog ap1Bpég petafl 0-1].index
//Emotpodr] Tou avayvwplotikou tng PEATIOTNG Kivnong.
Enéotpepe helperMoves[maxIndex]
AAALUG:
Enéotpepe helperMoves[0]

AhyopiBuog 4.1: AhyopiBpog Emhoyrig
Béhnatng Kivnang.
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4.2. Opwopog xav Tpomog Epappoyng tov Kivnoswv otig
Kataotdoeig

Jtnv mapouoa evotnta avaluovtal ov ouvaptnoelg helperAction() xav enemyAction(),
edetalovtag 0Tov TPOIIO 1€ TOV OII0l0 TPOIIOIIOLOUV Pl KATAOTAOT Y1 VA ITAPAYOUV T
Katdotaon-61aboxo tng.

Onng exel noén avagepBbel, oto marxvidl umdpxouv Tpelg TUIIoL KIvHoewV: embeoeig,
aAAayng OTATIOTIK®Y, EMAVAPOPAS IIOVTOV {WIE.

Apxird, 600v a@opd Tig Kuvnoeig aAAayrg OTaTIOTIKOV, 0L OUVapTNoelLg auteg Betouv
TNV T TOU PETPITI) IIOU TOUG AVTIOTOLXel 0g 1, onpuatodotmvTag Pe auto ToV TPOIIOo THV
£VEePYOII0ino1 TOoUug.

[Ma tig xuvrjoelg emavagopdg movev ong, Yivetal mpoofeon Tov avTiotolX®V IOVIOV
{wng tng kabe Kivnong 0tov XapaKTIpa-0TtoxXo.

H ouvaptnon helperAction() Swaxeipidetatl 600 Ao Tig TEELg KIVIOELS EMAVAPOPAS
movtev {ong: “Heal Player” xav “Heal Self’. Ytnv mpotn mepirtoon, auvfdavel tTnv T tng
petaBAntng Player. CHP kata 4, eve otn Sevutepn, n avtiotolXn avénon mpaypatomroleital
otn petabAnen Helper. CHP. Avtiotouxa, n ouvaptnon enemyAction() dtaxepidetal tnv
Tpitn Kivnon emavagopag noviav ong: “Heal Enemy”. H auinon oe autn tnv mepimtoon
yivetar otnv petabBAnty Enemy. CHP kau eivau ton pe 8.

Tedog, ov emBeoerg amartouv pua mo ocuvBetn dwadikaoia vAomoinong. H ouvaptnon
helperAction() uvlormoiel T€00epLg TETOLEC KIVIOLELE, £V® 1) ouvaptnon enemyAction() emta.
H moAumAokotnta autr) ogeideTal 0To OTL Yid TOV UTOAOYLORO Tng TeAlKng {nuiag Kat
OUVEIIRE, TOV IPooOLopLopo tng 61adoxng Katdotaong, mpemetl va Anedouv umowrn ot
akoAoubol rmapayovteg:

e H tautotnta tng kivnong mou extedeital, kKabwg kabe pua 6rabeter {exwprotd

0TATIOTIKA Tou KaBopidouv tn teAkn {nuia tng.

e O otoxog tng emiBeong, kaBwg Ta povadikd otaTioTikd KabBe Xapakthnpa tov
KaO10ToUV I1EPLO00TEPO EUAARDTO 1) avOeKTIKO 02 pia Kivnon.

e H xatdotaon tewv petpntev IIou avtiotolXouVv oTlg Kuvioelg aAAayg OTATIOTIK®OV,
KaO®Og TA TPOIIOIIOUIEVA OTATIOTIKA £VOg XAPAKTIPA PITOPEL VA £INPEACOUV TOV
apOuo tng tedkng nuiag.

I'a tov umoAoylopo tng teAikng {nuudg, AapbBavovtag unown 6Aoug Toug HAPATIAVE
mapayovteg, adlomoleital £vag mivakag pe tnv ovopa “Katadoyog Znpieov”
(dmgCatalogue). O xatdloyog autog amotedeitar amod {euyn KAel61o0U-Tipng, Omou to
KA£161 Aertoupyel Og avayvmPLOTLKO KAl 1) TLHT] aVTLOTOLXel ot {nuid.

Ztnv eikova 4.2 napouotadetal 1 6011 TOV AVAYVOPLOTIKGOV:

attackPattern moveNumber counterState possibility

Eikova 4.2: Aopn avayvwpiaTikwy Tou Kotahdyou Znpiwv

To avayveplotiko KoGikomolel To 0UVOAo TtV ouvOnkev mou kabopidouv pua
OUYKeEKPLIEVT) TN {nuidg oto matXvidl. Amotedeital amnd ta akdAouba media:
e attackPattern: To riedio autod mpoodiopider Tov emrtiBepevo Kal Tov apuvopevo.
H xod1komoinon tev xapaktnpov eivatn e€ng: P yua tov maixen, H yua tov Bonbo
Kat ov apBpot 1-4 yua toug avtiotorxoug avturadoug. ['a mapadevypa, n tipn 1P
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ava@épetar oe pua emifeon tou avrurddou 1 mpog tov maiken, eve 1 tupn H3 oe
eniBeon tou BonBou mpog tov avtimado 3.

¢ moveNumber: Eival to povadiko avayveplotiko tng Kivnong mou ekteleitat.

e counterState: To me6io auTod ATOTUTIOVEL TNV KATAOTAON OA®V TGV HLETPNTOV TOU
matXvidlou Katd Ty otiyun tng emibeong. Ilpokevtal yua pia akodouBia yneiov
omou kaBe B¢on avtiotorxel oe £vav ouykekpipevo petpnth. [Ma mapadetypa, n
i) 00001 umoSnA®vel 0Tl 01 IIPETOL TECOEPLE PLETPNTES £LVAL AVEVEPYOL KAl LLOVO O
nepmntog (IIou avtiototXel 0Ttnv Kivnon aAAayrg OTaTloTIKOV TOU aVTUIAA0U) elval
evepyog.

e possibility: To mebio autd xpnoipomoleital yia va Stakpivel tig mbaveg tiueg
uiag tev deutepeuovtov embeoewmv mou Swabétouv ol avrimadol. To amotedeopa
auteVv TeV emBeoev Kabopidetal amo évav aAyopldpo mapayeyng TuxXailov
apOp®v mmou pmopel va odnynoet oe 6U0 Sragopetikeg Tipeg {nuiag. To medio autod
onAovel mowa armo tig dvo tipeg efetadel (1, yia tn pewwpevn, 2 yia tnyv auv§nuevn).
[Ma tig Kivrjoeig mou €Xouv pHovo pua CUYKeRpLEvT) Tipn {nuiag, to medio AapBavel
oavta tThv T 1.

Bdoel autou tou ouotipatog, ou ouvaptnoeig helperAction() xav enemyAction()
oUVO£TOUV TO AVAYVOPLOTIKO IIOU AVTIOTOLXEL 0TIV TPeXouoa emifeon Kal KATdoTaor) ToU
maixvidlou. XTn ouvexeld, Ipaypatonolouy avadl)tnon 0Tov KATaAoyo pe autd to KA1,
IIPOKELPEVOU VA AVAKTHOOUV TNV Tuun tng {nuiag mou Ba aparpeBel amod toug movoug {ong
TOU 0TOXOU.

H oAnpng oupmAnpeon tou kataddoyou pe 6Aoug toug mbavoug cuvduaopoug eival eva
umoAoy1otikda XpovoBopo eyxeipnua. I'ia tov Adyo auto, o KatdAoyog apXlKoIoleital povo
e Tig Tuéeg (nuidg IIou avTtlotolXouv oty Baoukr Katdotaon tou matXvidiwou, onAadr) otav
oMol ol petpnteg eival avevepyol. EmumAeov, mapaleinmovrtatl ou tipeg (Nutdg tov embeoewv
ToU maiktn KaBwg dev epmeptexovtal 0Toug UMOAOY10p0Ug Tou aAyopibpou.

Edv o0 aAyopiBpog avadntnoet £va avayveploTiKO IIOU aVTLOTOLXEL O
£VEPYOIIOUNIEVOUG NETPNTES KAl OEV TO £VTOMLOEL, TOTE XPNOLHOIIOLEL T TUUT) TG {Nuudg
mou £xe1 1 Baoukn) katdotaon (pe avevepyoug petpnteg). Metd tnv exteéAeon tng Kivnong
0TO matXVviol, 1 IPAYRATIKY TUT) ThS {NULAg KATAX®PELTAL 0TOV KATAAOYO 1e TO ITANPES
AVAYVEPLOTIKO TNE, wote va Xpnovpomolndel oe peddovtikeg avadnenoeig.

IMa mapdderypa, eav mpemel va vmmodoylotel n {nuia tng enibeong Thunderbolt (107)
tou Bonbou otov avrtimado 2, eve eival evepyog o petpntng tng xivnong “Encouragement
Spell”, o aAyopiOpog Ba avadnrenoet to avayveoplotikd H2-107-01000-1. Av n KataXwplon
autn dev umapxet, o aAyopibpog Ba xpnoivpomoinoet Ty {NUia mou avTloTolXel 0Tto
avayveplotiko H2-107-00000-1 ywa va Snuioupynoet tov 61adoxo kopbo. Ltn ouvexela,
HeTA TNV £KTEAL0N TNE KIvNOong, 1] Ipayatikh {nuid mou mpoekuywe 0a Kataxopndel otov
KATAAOYO HE TO MATNPEG AVAYVRDPLOTLKO TG,

AxolouBel n avanapdotaon TV ouvaptnoeav helperAction(), enemyAction() xai
checkCounter() oe poper weubokwoLKa:

AfAwon attackPattern, moveNumber, counterState, possibility, damageld, heal, dmg

1X

Av (i>=0 & i<4):

attackPattern = “H” + chosenEnemy.ToString()
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moveNumber = helperMoves[i].toString()

counterState = Counters[0].toString() + Counters[1].ToString() +
Counters[2].ToString() + Counters[3].ToString() + Counters[4].ToString()

possibility = “1”

damageId = attackPattern + moveNumber + counterStates + possibility
//Avaktnon tng twhig {nuiag and tov katdloyo Inuiag pe Paon to avayvwploTikKo.

dmg = SearchDmgCatalogue(damageId)

Enemy.CHP = Enemy.CHP - dmg

//AnoBnkeboupe tov apiBud Inuiag tng emibeong wote va xpnoipornoinbei otnv
//a&1roAdynon.

dmg = damage

//Avaxeipion twv Klvijoswv aAAayrg oTtatiotikwv tou Ponbol. Evepyomoinon tou peTpnT
MOU avTloTOlXEL otnv Kivnon.

AMwg av (i>=4 & i<7):

Counters[i-3] = 1
//Miaxeipion twv Kivioswv enavadpopag noviwv wrig tou Ponbou.
AAwig av (i =7):

Player.CHP = Player.CHP + 4

//AnoBnkevovpe av £KTEAE0TNKE Kivnon enavadopdg moviwv {wrg WOTE va xpnolponoinBei
//otnv a§roAoynon.

heal = 1

AAATUG
Helper.CHP = Helper.CHP + 4
heal = 2

Enéotpepe CHP_Characters, Counters[], heal, dmg

AAyop18uo6c 4.2: Zuvaptnon helperAction()

//Napoépora Aoyiki pe tn ouvaptnon helperAction()
AjAwon attackPattern, moveNumber, counterState, possibility, damageld
Av (j = 0):
Counters[4] = 1
AAMwig av (j = 3 & chosenEnemy = 4):
EnemyCHP = EnemyCHP + 8
AAA UG :

attackPattern = chosenEnemy.ToString() + H
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Av (3 =2 | j3j=4]3j=68)
attackPattern = chosenEnemy.ToString() + P
moveNumber = enemyMoves[j]

counterState = Counters[0@].toString() + Counters[1].ToString() +
Counters[2].ToString() + Counters[3].ToString() + Counters[4].ToString()

possibility = 1
Av (3 =5 | j = 6):
possibility = 2
damageIld = attackPattern + moveNumber + counterStates + possibility

dmg = SearchDmgCatalogue(damageld)

Av (=1] j=31]3 =5):
Helper.CHP = Helper.CHP - dmg
AAA G :

Player.CHP = Player.CHP - dmg

Enéotpepe CHP_Characters, Counters[]

AAyopi1Buog 4.3: Zuvaptnon enemyAction()

f/EREYXEL av n kivnon pmopsi va skteAsotei, sfetdloviag Tov aviioTolyo HETPNTH.
Av (i =08):
Av (Counters[4] = 1):
Enéotpeye ‘ANHOHZ?
AAAwdg av (i»8):
Av (Counters[i-3] = 1):

Enéotpepe ‘ANHEHEZ!

AlyéepiBpocg 4.4: Tuvaptnon checkCounter()

4.3. Yuvaptnon ASwodoynong

To tedeutaio otorxeio Tou adyopibpou mou mpemet va oplotel £lval 1 ouvapTnon
adlodoynong. Zxomog tng ouvaptnong autrng eival va amodibel pia apbuntikn adia otig
tedkeg Kataotaoelg (@UAAa) tou 6&vEpou avaditnong Kat va mpoodrtopilet to moco
euvoikeg elval yla tov maiktn pe Baon ouykekplpeva Kprtnpua.

O poAog tou BonBou oto marxvidl eival 1 umoot}piln TOU IMALKTH pe 0TOX0 TNV
emBiwon Tou. Luvenwg, ) 0Tpatnykr) tou Baoietal ota akdAouba Kprtnpla, ta omoia
mapouoladovTal J1e 0e1pd IIPOTEPALOTITAG:

1. H dpeon vikn tou maiken.
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2.
3.
4.

5.

H emBiwon tou maiken.
H emiBiwon tou iGwou.
H amoteleopatikotnta oV evepyelnv tou ((nuid 1) ernavagopd moviev {eng) pe
KPLUTIPL0 TNV TPEX0UOH KATAOTAOL TS HAXNS.
H evSuvapwon tou maiken Kot n anoﬁuvapwon TOU avTuIdAou.

Me Bdon Tig mpotepatdtnTeg auteg, opidetal eva ovotnpa Babpodoynong to omoio
aodidel aplOunTikeg Tipeg 0Tig S1dPopeg mMAPAPETPOUE PMUE KATAOTAONE TOU IALXV1O10U:
Baoikn BaOpoloyia (Ilovtolr Zong):

O

O

O tpexovTeg moOVToL WIg TOU IAailKTn Kupaivovtat petady 21-30: + 100
oovVTOoL.

O tpexovteg moOVTOL {WIE TOU IAlKTy Kupaivovtat petady 11-20: + 50
oovVTOoL.

O tpexovteg movTol {wig TOU Imailktn Kupaivovtat petadu 1-10: + 10
oovTOoL.

O tpexovrteg movrol {eng tou maixtn eivar 0 (Hrra): -1000 movTor.

O tpexovteg movtol {wrg tou BonBou xupaivovtar petaduy 21-30: + 25
novTot.

O tpexovteg movtol {wng tou Bonbou xupaivovtar petady 11-20: + 15
movToL.

O tpexovteg movtol {ong tou BonBou kupaivovtal petady 1-10: +5 movTot.
O tpexovteg movtol {wng tou Bonbou eivar 0: -50 movToL.

O tpexovteg movTol wng Tou avTiadlou Kupaivovtal petau 66%-100%
TO®V OUVOAK®V: +0 movTot.

O tpexovteg mOVTOoL {O1g TOU aVTUIAAOU Kupaivovtal petadl 33% -65% tov
OUVOALKGV: + 20 mOvTOL.

O tpexovteg movTol ong Tou avtimdlou kupaivovtat petady 1-32% tov
OUVOAK@V: +50 movTot.

O tpexovteg movtol {ong tou avoimddou eival 0 (Nikn): +1000 movTou.

Taktika Mmovoug:

O

MmovougZnpuag: H cuvaptnon emBpaBevel tig embeoeig mou mpokaAovv
peyadn ¢nuud. To provoug autod mpoodropidetal amod evav moAAATAAoLA0TY),
o0 orrotog e@appodetal otnv {nuid tng Kivnong. O moAAammdaoiaotng autog
TPOIIOIOLELTAL AVAAOYA PE TNV KATAOTAON TOU IALXVIOL0U: HELOVETAL OTAV O
rmaixeng 1 o Bonbog £xouv Atyoug movtoug eng Kat aufavetatl otav o
avtimadog elval oe Kplovun kKatdotaon. Me auto to tporo divetal
IIPOTEPALOTNTA OTNV mBLOON.

Mmovoug Enavagopag IIoviov Zeng: Autod to pmovoug epappoleta
otav o maiktng Kat o Bonbog £xouv xapnloug movroug {wng. ‘Ooo mo
XapnAd eivat or TOVTOL TOUg TOOO ITL0 ey a0 eival to pmdvoug, Kabrotwvrag
T KLVI0E1g EIAVAPOPAS TIOVTROV {RDI)G IIPOTEPALOTITA O KPLOLES
KATAoTAoe1g.

Mmovoug Mevpntov: Ilépa amd éva Baoikd pmovoug yia kaBe evepyod
HETP1TI) IIOU UIAPXeL 0To matXvidtl (mou onuatobotel 0TL pia Kivnon
aAAay1¢ OTATIOTIK®V evepyel 0To matXvidt), 11 ouvapTnon avayvepidel xav
emiBpaBeviel cuviuaopoug. H tautoxpovn evepyr Katdotaon OUYKEKPLHEVOV
deuywv petpntev divel emurAeov movoug, mpoadanvtag mo ocuvleteg
OTPATNYLKEG.

H teAkn) BaBpoloyia kdBe Katdotaong mporUmtel amrd to a6polopa TV avtiotolXmv
HOVT®V TNG.
[Ma mapdbetypa, oe pua katdotaon omou o maiktng £xer 13 CHP, o Bonbog 6 CHP, o
avtimadog 44% CHP xav 6Aou ov petpnteg eival avevepyotl (00000), n cuvoAilkn
BaBpoloyia eivar: 50+5+20+0="75.
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¢ Avtiotouxa, og pia Kataotaon omou o maiktng exer 22 CHP, o BonBog 15 CHP, o
avtimadog 21% CHP kauv ov petpnreg exouv tiun 11100, i tedwkn Babpodoyia
etvail: 100+15+50+25=190. H 6evtepn katdotaon atodoyeital wg OnuavTiKA M0
£UVOTKI] AII0 TNV IPQOT).

IMapaxrate mapovordadetarl o adyoprBpog mou efetadet Tig petabAnteég tng Katdotaong

Kal, Baoel Tov maparrdve Kavovev, tng amodidel tnv teAikrn tng Babpoloyia:

AfAwon Grade, Sum, dmgMul

Grade = ©

Av (Player.CHP>20):
Grade = Grade + 100

AAAwwg av (Player.CHP > 10 & Player.CHP < 21):
Grade = Grade + 50

AAMwwg av (Player.CHP>@ & Player.CHP < 11):
Grade = Grade + 10

AAAvLWG :

Grade Grade - 1000

Av (Helper.CHP>20):
Grade = Grade + 25

AAMwwg av (Helper.CHP > 10 & Helper.CHP < 21):
Grade = Grade + 15

AAwwg av (Helper.CHP > @ & Helper.CHP < 11):
Grade = Grade + 5

AAATWG :

Grade Grade - 50

Av (Enemy.CHP > (Enemy.HP*@.33) & Enemy.CHP < (Enemy.HP*0.66)):
Grade = Grade + 20

AAMwwg av (Enemy.CHP > @ & Enemy.CHP < (Enemy.HP*0.33)):
Grade = Grade + 50

AMwwg av (Enemy.CHP

0):

Grade = Grade + 1000

Sum = 0
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//0 tekevtaiog petpntig Sev eAéyxetar apol bev evioxVel Tov maikin oUte

anobSuvapwveL TOoV avtinaio

//Katapétpnon Twv evepywv PETpnTWV. O1 petpntég @-3 ennpealouv tnv afioAoynon tng

//katagtaong, ondte o 4og (tou avrinmdhou) dev afirohoyeitar.
Ma (i=0) enavélaPe 600 (i<4):
Av (Counters[i] > @):
Sum = Sum + 1
//MROVoUG yl1a OUYKEKPLPEVOUG OUVEUAOPOUE EVEPYWV HETPNTWV

Av (Counters[@] == 1 & Counters[1]

1):

Grade = Grade + 10

Av (Counters[2] == 1 & Counters[3] = 1):
Grade = Grade + 10
Av ((Counters[0]=0 & sum = 1)) | (Counters[@]=1 & sum =2)):
Grade = Grade + 17
//Tevikd pmovoug avdaloya pe To MARBOC TWV EVEPYWV HETPNTOV
Av (sum>@ & sum<4):
Grade = Grade + sum*5
AAALUG :

Grade = Grade + 15

//Taktikd Movoug Znpiag (dmg)
Av (state2.dmg > 0):

dmgMul = 0.4

Av (Player.CHP>@ & Player.CHP < 11):
dmgMul = dmgMul*@.01

Av (Helper.CHP»>@ && Helper.CHP <11):
dmgMul = dmgMul*@.5

Av (Enemy.CHP < (Enemy.HP*@.33)):
dmgMul = dmgMul*3

AMig Av (enemy.CHP <= (Enemy.HP*0.66)):
dmgMul = dmgMul*1.5

Grade = Grade + ZtpoyyuvAomoinpévolpogTaKatw(State2.dmg*dmgMul)

//Takt1ko pmovoug enavadpopag moviwv {wrig
Av (state2.heal = 1):
Av (Player.CHP >@ & Player.CHP < 11):
Grade = Grade + 20
AAAwwg Av (Player.CHP >10 & Player.CHP < 21):
Grade = Grade + 5
AAMWG Av (state2.heal =2):
Av (Helper.CHP >@ & Helper.CHP <11):

Grade = Grade + 10

Enéotpee Grade

AhydpiBuog 4.5: Zuvaptnon AfioAdynong
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4.4. YAomoinon tou AAyopiBuou oe Kadika

Ytnv mapouoa evotnta, oL aAyopldpol mou avaAudnkav mponyoupuEveg Be Lopern)
weuboradika ulomolouvtal oe YA@ooa mpoypappatiopou C#, 11e 0KoId tnv evoudteon

TOUg 070 matxvidl. Oa mapouolaotel Pia AIIAOIOW eV eKO0XI) TOU KOOUKA IToU £0TLddet
0TV KaAUTEPT KATAVON 01 TOU aAyopibuou.

ApX1kd, yia tnv armotedeopatikotepn dtaxeiplon tov dedopevav mou opidouv pia

KQTAOTAOT TOU IatXvidiou, dnuioupyeital pua KAdon pe ovopa gameState. H xAdon auvtn
amotelel to Baolko Sopiko otorxeio tou adyopiBpou, kabBag kabe xkoOpBog tou 6&vopou
avadn)Tnong avaraploTatal amod eVa avTIKELPIeVo autou ToU TUIIoU.

public partial class gameState : Node {
//0nAwon Ttwv WWwwtikwv nedlwv tng kAaonc.

private int _playerHP;
private int[] counterState;

private int heal;
//biAwon twv Snpéotwv 18rotiTwy THC KAGONC.
public int playerHpP{
get { return _playerHP; }

set { _playerHP = value; }

//Kataokevuaotng yia tnv dnuiovpylia kal apyXlKOmoinon avTlKElpEVWY TUmou gameState
public gameState(int PlayerHP, int HelperHP, ..){

playerHP = PlayerHP;

//Anuiovpyeital €va avefaptnro avrtiypado Tou mivaka HETPNTWV WOTE 0L AMNAYEC O

//autov otn vea kataotaon va pnv ennpealouv Tnv Kataotaodrn ano tnv onoia nponAbe.

counterState = (int[])CounterState.Clone();

heal = Heal;
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Anuioupyel €va veo, avefaptnto avtiypapo TC TPEXOUOTAC KATAOTAONC, KAAWVTAC

public gameState Clone(){

return new gameState (this.playerHP, this.helperHP, ..);

Kwdikag 4.1: KAdon gameState

[Ma v vdormoinon Tng Kevtplkng Aoykrg tou adyopibpou, Snuioupyeital pia KAGon
pe to ovopa movePrediction. Katd tnv apxikomoinon tng, 11 KAGon autn 6&xetal og
IIAPAIETPOUG TNV TPEXOUOA KATACTAOT TOV TOLOV XAPAKTIPKOV TNS LAXNE, TOUG HETPNTES,
KaBmg Kal Toug Imivakeg mou IIEPLEXOUV TA AVAYVOPLOTIKA TV 01aB£01eV KLvIoe®V TOU
Bonbou kar tev avrtimadev. H xUpua pebodog tng kAaong, chooseBestAction(), ektedel tnv
avaluon tou 6&vOopou matXvidiou Kal a@ouy 0AOKANPMOEL TOUS UTIOAOY1O0Ug TN,
EMLOTPEPEL TO AVAYVOPLOTIKO TtNg BeATiotng Kivnong. Autodg o akeépalog avatifetal otn

ouvexela tn petabAntn chosenAction mou xaBopidel tnv eveépyela tou Bonbou otnv
TPEXOUOU 0£1PA TOU.

public partial class movePrediction : Node {

private character _player;
private int [] _enemyActions;

public character player {
get { return _player; }

set { _player = value; }

LKE "|,|.' VO yla TV napaywyr T )X 1wy aplOpwv.
private Random rng = new Random();
BonBntikn Gopn (struct) yva tnv amobrkevon tng Pabporoyiac kabe kivnoncg.

public struct moveScore {
public int index { get; set; }

public int finalGrade { get; set;}

Kataokevaotng mou apylkomoleil tnv kAaon pe ta dedopéva tng paync.
public movePrediction(character Player, ..){

Player = Player;
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//H kiOpra péBodog tou alyopiBpou mou E€MOTPEPEL TO aQvayvwploTiko Tng BEATOTNG
//xivnong.

public int chooseBestAction(){
int i,k,..,grade;
//Aota yia tig BabpoAoyiseg

var moveScores = new List<moveScore>();

bool flag;
/BAnpovpyia tng apxikrig kataotaong (pila).

gameState state@ = new gameState(player.CHP, helper.CHP, enemy.CHP,
counter, 0, 0);

//Bpoxog mou a§roloyei kabe miBavry kivnon(i) tou Ponbou.
for(i=0; i<9; i++){
//NapdAeyn Kivnong OTATIOTIKWY aQv O aQVTi0TOLXO0G HETPNTNG €ivaul ndn evepyog.
if(i>3 && i<7){
flag = checkCounter(i, state@.counterState);
if (flag == true){

continue;

}

//Anuioupyia kataotaong METa tnv kivnon tou Bonbou (koupog PabBoug 1).

gameState statel = stated.Clone();

helperAction(statel, chosenEnemy, helperActions, i)

-

number=0;

sum=0;

if(chosenEnemy>@ &% chosenEnemy <4){
k=7;

Jelse{..

//Eowtep1kog Bpoxog yra a§roAdoynon kabe mbavrig avtidpaong(j) tou avtutdlou.

for(j=0; j<k; j++){
if(j==0){

//Napoporog €AEYXOG HETPNTH yla Ttnv Kivnon tou
avTuaiou .

}

//Bnprouvpyia kataotaong (kopPog-pUAA0) META TNV Kivnon Tou avrtindAou.

gameState state2 = statel.Clone();

enemyAction(state2, chosenEnemy, enemyActions, j);

//KAjon tng ouvaptnong afloAdynong Kai apolon Twv WIOTEAEOHATWV.

74

grade = Evaluation(state2, enemy);
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sum = sum + grade;



//YTOAOY1OpMOC TNG avapevOMEVNC TR yia Tnv Kivnon ‘i’
if (number>0){
expectedValue = sum/number;

else{

expectedvValue =0;

}

moveScores.Add(new moveScore{index=i,
finalGrade=expectedValue});

(/TaEwopnon twv Kivroswv pe $pBivovoa oerpa Pabporoyiacg.

var sortedMoves = moveScores.OrderByDescending(move =>
move.finalGrade).TolList();

if(sortedMoves.Count >0){

maxIndex =8;

[/Av €ite 01 2 €ite o1 3 mpwtec Kwnoeilg €youv ibrva PaBpoloyia, emAfyetal pia
_.-'_."'[:Ix:ll.ll.

if(sortedMoves.Count>2 && ..){
maxIndex = rng.Next(0,3);
else if (.){..
//Emiotpodr] Tou avayvwploTikoUu Ttng Kivnong mou emAExOnke.
return helperActions[sortedMoves[maxIndex].index];
}else{

return helperActions[@];

Kwdikag 4.2: KAaon movePrediction

H pe6obog helperAction() mpocopoltwvel tig evvea mbaveg Kwvnoelg tou Bonbou. I'a
KaBe xivnon, tpomormolel eva aveddptnto avtiypa@o tng apXKIg Kataotaong,
Stapoppavovtag £Ttol Toug KopBoug-mmatdid Imou avarraplotouy Thy KATaoTaot) ToU
marxviolou petd amd kabe mbavr evépyera. Avriotoixa, n pébobog enemyAction()
AapBavel autoug toug veoug kopBoug Kat e@appodet tig mbaveg avtidpdoeig tou
avturdAou, Snuioupymvtag £Tot ta TeAlka @UAAa tou 6evopou. KaBwg ol 6o pebodor £xouv
0xed0V IIavopoldTuIIn AOYKI), IIapouotddetal 0 Kadikag povo tng piag.

public void helperAction (gameState statel, int chosenEnemy, int [] helperActions,
int i){

string attackPattern, moveNumber, counterSt ="", possibility, damageld;

int j, damage =9;
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//EUpeon tng Inuidag Snuioupywvtag tnv oupdPoAOCE1IPA TOU aQvAyVWPlOT1KOU TNG OTO
nmivaka damageCatalogue kal adaipeon tng and to Toug mMovtouc JwAE TOU avIMAaAou ylda
va TPOKUYEL n VEQ KOTAOTAON.

if (i>=0 && i<4){
attackPattern = "H" + chosenEnemy.ToString();

moveNumber = helperActions[i].ToString();

for (j=8; j<5; j++){

counterSt = counterSt + statel.counterState[j].ToString();

possibility = "1";

damageId = attackPattern + moveNumber + counterSt + possibility;

damage = searchDmgCatalogue(damageld, "To Path tou JSON apyeiou
damageCatalogue");

statel.enemyHP = statel.enemyHP - damage;
//AnoBnkevon tng T1MAS Ttng Inuidg.
statel.dmg = damage;

//Evepyonoinon Tou METPNTA TNG QVTioTOlXNG Kivnong OTAT10TLKWY yla va TPokKUPel n
VEa Kataotaon.

}else if(i>=4 && i<7){
statel.counterState[i-3] = 1;
//Enavadopa moévtwv Jwrig OTOV avTigTolXo XapaKTnpa.
telse if (i == 7){
statel.playerHP = statel.playerHP + 4;

//ATOBAKEVON TNG TAUTOTNTAG TOU XAPAKTNpa TMou SEXTNKE enavapopd OTOUG TOVTOUG Cwng
Tou.

statel.heal = 1;
}else if (i==8){
statel.helperHP = statel.helperHP + 4;

statel.heal = 2;

Kwdikag 4.3: MéBodog helperAction()
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H péBodog Evaluation() eivan ) ouvaptnon a§toAdynong mou BaBpoloyel ta @uAAa tou
6evOpou wote va ummoloyioel tnv BabBpoloyia toug.

public int Evaluation(gameState state2, character enemy){
int grade=0, sum=0, i;
//AE1oAdynon tng Katactaong Pacel twv noviwv Jwng KABe xapaktnpa.
if (state2.playerHP > 20){
grade = grade + 109;

else if..

if (state2.helperHP > 20){
grade = grade + 25;

else if..

if (state2.enemyHP > (enemy.HP*@.33) && state2.enemyHP <= (enemy.HP*0.66) {
grade = grade + 20;
else if..
//Katapétpnon Twv EVEPYWV HETPNTWV Kal emifpaPeuvon pe Baon to MARBog Toug.
for (i=0; i<4; i++){
if (state2.countersState[i] >8) {sum = sum + 1;}
}
if (sum>@ && sun<4){
grade = grade + sum*5;
else {
grade = grade + 15;
}
//E181kn PaBupoAdynon HE BAon TOV OCUVOUAOUO EVEPYWV HETPNTWV.
if (state2.countersState[@] == 1 && state2.counterState[1] == 1){
grade = grade + 10;
}

//YnoAoy1opog €vog Tpomomointn Inuiag pe Paon Tnv kataotaocn tou naixvidiovu. H Inura
//moAAanAacialeTal HE QUTOV yla va MPOOTEBEl WG WNOVoug otnv TeAlkn Padupoloyia.

if (state2.dmg >0){

float dmgMul = ©.4f;

if (state2.playerHP > @ && state2.playerHP < 11) {dmgMul*e.01f;}

grade = grade + (int)Math.Floor(state2.dmg*dmgMul);
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//AE1oAoynon Tou moco WHEALMN Elval pia Kivnon enavadopdc moviwv Iwhnc otnv
//xataotaon tou maixvidiol kai kataAAnAn BadpoAoynon.

if (state2.heal == 1){
if (state2.playerHP >© && statel.playerHP<ll) {grade = grade+20;}
else if.

else if (state2.heal == 2) {.

return grade;

Kwdikag 4.4: MéBobog evaluation()

H peBobog seach Dmg Catalogue() avadntei tov KatdAoyo {NUieV HE TO aVAYVEOPLOTIKO
duuag mou dnuioupynOnke amod tig pebodoug helperAction() xav enemyAction() xau
EMOTPEPEL TNV AVTIOTOLXN aplOUNTIKY Tupr) Tng {Nuiag.

public int searchDmgCatalogue(string damageId, string fileName){

int dmg;

string jsonString;

//Npayuatonoleital npooPacn oto apxeio mou opiletal and tn petaPfAntn 'fileName' oe
//katactaon avayvwong. H xpnon tng €VvtoAng using S1aocdaAilel Tto KAELO1HO TOU HETA
//Ttnv avayvwon. To MEPLEXOHEVO TOU aMOBnKeEUETAl WG Hla CUMPBOAOCEIpA OTn METABANTA
//'jsonString’.
using (var = FileAccess.Open(fileName, FileAccess.ModeFlags.Read)){
JsonString = file.GetAsText();
}

//H oupBoloceipa jsonString amoBnkevetal wg pia Sopn Ssdopévwv tumou JsonNode pe
ovopa catalogueNode.

JsonNode catalogueNode = JsonNode.Parse(jsonString);

//Tivetal €AeyxoG av TO MePLEXOUEVO TNG MetaPAntng catalogueNode eival avrikeipevo
JSON.

if(catalogueNode is JsonObject catalogueObject){

//TiveTtal €AeyX0G AV TO CUYKEKPLUEVO QVAYVWPLOT1KO INU1ag UMApXEl WG KAElS1 otov
//xataioyo.

if(catalogueObject.ContainsKey(damageId)){

//Avaktnon tng aplBunTikng T1UAG TNG {NMU1AG TOU AVILOTOLXEL OTO OUYKEKPLHEVO
KAg161.

dmg = (int)catalogueObject[damageld];

return dmg;
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else {

//Av Eva Baolkd avayvwpilotikd Inuiag (baseDamageId) Sev BpeBei, mpokeiltal yia
opaApa ota SedSouEva, OMOTE ENLOTPEPETE ©.

if (damageld.EndsWith("eeeee1") ||
damageId.EndsWith("eeeee2")){

return 9;

}

//Av TO avayvwplotiko Sev UMApXEl OTO KatdAoyo, adairpolvral ol MAnpopopieg Twv
peTpnTWY yia va avalntnBei n Pacikn {nuia(baseDamageld) péow avadpouikng KARong.

int startIndex = damageld.lLength - 6;

string temp = damageld.Remove(startIndex, 5);

string baseDamageld = temp.Insert(startIndex, "eeeee");
dmg = searchDmgCatalogue(baseDamageId, fileName);

return dmg;

Kwdikag 4.5: MéBodog searchDmgCatalogue()

TéMog, n pebodog checkCounter() eAéyxel IIOWOL PeTPNTEG £1VAL EVEPYOL Yia Va
kaBopioel moleg Kataotdoelg prmopouv va dnuioupynbouv kat va adtodoynBouyv.

public book checkCounter(int i, int [] counterState){
if(i == 0){
if(counterState[4] == 1){

return true;

}
}else{
if (counterState[i-3] == 1){
return true;
}
}

return false;

Kwbikag 4.6: MéBodoc checkCounter()
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Ke@alaro 5- Zupnepaopata

5.1. Yuumnepaopata

H mapovoa mruxwakn epyaocia eixe 600 otoxXoug: TNV avarrtudn evog NAeKTPOVIKOU
IIALXVvio10U KAl TNV £VORUATOOL £VOg CUOTIIATOS EMAOYIE KLVIOE®V.

Avagpopird e Tov mpeTo 0tdX0, IaPOA0 IIOU Ol IIEPLOPLOLOL TOU £pYy0U Oev emetTpeyav
TNV avamtudn evog mArpoug NAEKTPOVIKOU ITALXVio1toU pOA®V, TO TEALKO amotedeopa
AVTAIIOKPLVETAL 0TA KPUTHPLA ITOU 0pi{ouV £va NAeKTPoviKO matxviol (SA. evotnra 1.2).
LUYKERPLIEVA, TO IIPOTOTUIO IOV 0Xed1A0TnKe KAl UAomou)Onke eival mAnpng
A£1TOUPY1KO Kal mANpol 0Aeg Tig amapaitnteg mpoimobeoelg, KaB10tmvTag Tov mIp@Tto 0TOX0
EIUTUXKOE OAOKANPOUIEVO.

IMa tnv a§lodoynon tou cuotnuatog emAoyng Kuvioemv, oxedlaotnke ¢va meipapa
peétpnong tng amodoong tou. To meipapd oplotnke wg e&ng:

O maixtng kai o BonBog avripetemidouv Stadoxikd 6Aoug toug avtimaloug tou
matxviolou.

KaBe mAnpng KUKA0OG paxov pexpt Ty 1t Tou IaikTn opidetal ®g pia
“poorrdBera’”.

Metd am6 kabe vikn, n opdda mpoxX®wPd 0TOV EMOPEVO AVTIIAAO S1aTNPOVTAG
TOUG MOVTOUG {OIE TTOU AITEPELVAV AII0 TNV IIPONYOUHEVT HAXD).

To petpo amoGoong eivat to mANHog TOV aVTUTIAA®V Tou NTTHOnKav evtog piag
npoomdderag.

Ze mepinteon 1rtag tou Bonbou, autodg emavepxetal otny emmopevn paxn pe 1
movto {ong (CHP).

O maiktng extedel mavta tnv idia mpokabopropevn kivnon (Sword Slash).

To meipapa ektedeotnKe TPELE POPeg, petabBaidovtag povo T otpatnykr) tou Bonbou:
Hua exteA®vTag tn BeAdtiotn Kivnon (0nog UIToAoyloTnKe a1 To oUOTNHA), JLd THY Kivion
evOuapeong amodoong Kat pua tn Xeipotepn. ['a kabe pua amod tig tpeig oTpatny ke,
npaypatomou}Onkav 10 mpoordBereg.

Ta amoteAéopata Tou melpdpatog mapouotalovtal otny eikova 5. 1.
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Amno tTnv avaluon TOV amoteAeopaTeV, IIPOKUIITEL TO CURIEPACHA OTL 1) eITLA0YT) PeTady
NG XELPOTEPNG KAl TNG eVOLAPeong Kivnong rmapouotadet apeAntea 61a@opd otnyv arddoorn).
ZUYKEKPLIEVA, KAl 01 OU0 OTPpATNylKeg 00nynoav, oty mAeloyngila tTov mpooradelwy, oe
pua povo vikn. E€aipeon amoteAel i ¢kt mpoomaBera tng eviidpeong otpatnykng, otny
omoia 1 opdada Kata@epe va emrtuxel U0 ViKeg IPLV TNV HTTd THE.

AvtiBetweg, ta amotedéopata amod T Xpron tng BeAdtiotng Kivnong embBeBatdvouv tnv
AIIoTEALOUATIKY Aettoupyia Tou ouotnuatog emAoyng. H otpatnyukr autr efaopaiioe
TOUAAXLOTOV TPelg Vikeg oe KaBe mpoomabeia, yeyovog mou armodelkvuel T onpiavTiKa
BeAtwopevn amodoon tng oe oxeon pe tig adAeg 6uo otpatnykeg. Eidikotepa, n £B6oun
rpooraBeia Seixvel Tnv 1KAvOTnTa TOU CUOTNHIATOS VA £VIoXUeL ONIAVTIKA TNV armodoon,
emuTpemovTag TNy emiteudn MOAAAMAMV VIK®@V aKOUN KAl 0Tav 0 IMaiktng akodoubel pia
otabepr), Un 0TPATNYLKY IPOCLYYLO0T).

5.2. MeAlovtikeg Enmektaoeig

To mpwTOTUIIO AOYLOP1KOU 10U UAOIIOWONKE 0TNV mapoUod £PYACL AITOTEAEL TNV
mpwtI eK60XI) TOU £pyou. ZUp@eva pe tnyv enavadnmtikn pebododoyia avartuéng (“Krioe,
ASwAoynoe, EmavedaBe”), petd tnv oAorArnpeoon Katl tnv afloAoynon evog mphToTUIIou,
akolouBel n avamtudn Tou emOPevou, TO OII010 eVOMUAT®VEL emuIpocfeta otoltxeia Tou
TEALKOU £pYOU. LUVEIwE, ITapatibeval oplopeveg mpotdoelg Iou HImopouy va amoTteAeoouV
t1 Baon yia peddovtikeg emekTAoelg ToU IPETOTUIIOU.
210 emiedo Tou marxviolou, IpoTeiveTal ) eVORIATKOoN:
e Evog xoopou Suabeovpou mpog edepeivnon.
e Evog ouotnuatog mpoodou mou Ba emBpaBevel tov maiktn pe BeAtwopeva
OTATLOTIKA.

e MeyaAUteprg MOKIALAG TUIOV AVTUIAAGDV.

e Evog ouotnpatog mapapetponoinong XapaKTpaV, mou 0a eortpenel 0Tov IalkTn
Va 0plOEL T OTATIOTIKA KAl T1g KLVI0elg TOU.

e Muag KevTplKNg apnynong mou Ha mlalolwvel To oUoTnua paxng.

Avagpopikd pie to ouotnpa eIA0YHE KLWVI)OEMV, IIPOTELVOVTAL 0L aKOAouBeg emektaoeig:

e O ouvumoloylopog T@v mavav KLVIoe®V TOU ITALKTI KATA TOV UITOAOYLOHO TNg

BeATtiotng Kivnong tou BonBou.

e H auénon tou BaBoug tou 6&vEpou mmarxvidiou, emvtpemovtag otov adyoprdpo va

mpoBAeIIel Mo OTPATNYIKA TS KVI0L1G TOU.

e H avamtudn evog mapdAAndou, cupBouleuTtiKoU OUOTHIATOE Y1id TOV IALKTI), TO

omoto Oa mpoteivel Kivnoelg avtl va tig eKteAel autopata.
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